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WELCOME TO />Cf GOLD '95 

than three years 
since the very 
first issue of 
PC FORMAT hit 
the streets. In 
that time a mas¬ 
sive number of PC games have 
been released - if you stood them 
end to end you'd have a line that 
would stretch halfway around the 
world. Or something. 

But how do you decide which 
game to buy and, what's more, how 
does a game released a couple of 
years ago stack up against a new 
title? That's where we come in. In 
this special edition of PC FORMAT 
we've rounded up all the top PC 
games we've covered over the last 
few years and re-reviewed them. In 
all, we've taken a look at a stagger¬ 
ing 700 PC games! No wonder, then, 
that we're calling this weighty tome 
the "essential games players’ bible" 
because that's exactly what it is - if 
you're thinking about splashing out 
fifty quid on a new PC games, check 
with us to see if it's worth the outlay. 

Everything has been divided 
up into different genres, so if you're 
searching for an adventure game or 
a flight sim, you know exactly 
where to turn for that all-important 
buying advice. And we're not 
afraid to tell it like it is - if a game's 
no good, we tell you. We won't 
give it a higher mark just so we 
don't upset a software house. 
Honesty, after all, is the best policy. 

By now you should also have 
noticed the gleaming CD-ROM 
attached to this issue. It's packed 
with over 100 playable demos of top 
PC games for your delectation and 
extreme giddiness. We've attempted 
to include demos for most of the 
genres we've covered in the maga¬ 
zine, so there should definitely be 
something for everyone. 

Enjoy PC FORMAT Gold '95. 
It's been a lot of hard work putting 
it all together, but we think it's been 
worth it. And if you're as impressed 
with the end result as much as we 
are, then why not check out our lat¬ 
est issue of PC FORMAT for the 
all-round leisure picture? 

Dan Slingsby, Editor. 





We’ve included more than 100 classic game demos on our 
special Gold Coverdisc. So now you can try out a g; 
you have to fork out for the full version. 


Car Games 


The battle for pole position has never been more intense 
with both IndyCar Racing and Formula One Grand Prix 
battling it out to be first across the chequered line. 



The PC now plays host to some of the finest arcade 
games on any system. Take your pick from the likes of 
Doom 1 and 2, Jazz Jackrabbit, Magic Carpet, 
Quarantine, One Must Fall, Mortal Kombat and more. 



With Origin’s near-future flight sim Strike Commander still flying 
high after all this time, will Rowan Software be able to topple it 
from its lofty position with either Overlord or Dawn Patrol? Find 
out in an aerial encounter of epic proportions. 



Get in the swing of things with our guide to birdies and 
bogeys as David Leadbetter's Golf takes to the digital fair¬ 
ways with PGA Tour Golf 486 and Links 386 Pro. 


Adventure games offer an addictive mix of problem solving and 
exploration. Discover the new breed as we take a look at Sam 
and Max, Ecstatica, and Little Big Adventure among others. 
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Ultima this, Ultima that.' 
to ignore Origin’s 
dominance of the 
role-playing genre, 
but there are other 
games to play. Not 
many good ones, 
granted, but at least 
we’ve tried to come 
up with some alterna¬ 
tives. So come with 
into yon darkened 
dungeon and let us 
cast some light on you 
role-playing plight. 


HB' 



For those gamers who I" 
exercising their 
grey matter rather 
than their trigger fin¬ 
ger, strategy games 
offer a sophisticated 
cocktail of planning, 
construction and 
exploration. From the 
intricate town-building 
of SimCity 2000 to the 
world-conquering 
antics of Civilization, 
this genre hosts 
of the PC’s top games 



100 playable demos of the 
best PC games ever 
released. Just turn the page 
to get started. 
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Take on the might of 
Empire or choose to 
crush the Rebel 
Alliance - the choice 
is yours as we 
review X-Wing, 
Rebel Assault and 
TIE-Fighter, 
LucasArts’ fantastic 
series of Star Wars 
based games, plus 
Microsoft’s Space 
Simulator and the 
Wing Commander 
series from Origin. 



Whether you fancy a fast ‘n’ frantic 
kickabout, a quick 
100m dash or the 
ultraviolence of the 
ice hockey pitch, 
you don’t even 
have to work up a 
sweat. Do it all 
from the comfort of 
your own armchair 
with our selection of 
top joystick wag- 
glers. Couch 
potatoes rejoice as 
we review the PC's 
top sports games. 



Recreate famous battles 
from the history 
books, take on 
an alien assault 
force or marshall 
a naval fleet of 
terrifying fire¬ 
power. It’s all 
here for would-be 
megalomaniacs 
and those who 
just fancy a battle- 
fest. Have you got 
what it takes to be 
a desktop general? 


page8s 



In a genre dominated by those 
mop-topped suicidal 
rodents, Lemmings, 
there’s a clutch of 
other worthy brain¬ 
straining puzzlers 
including VIE’s The 
7th Guest and Sierra’s 
The Incredible 
Machine. Get your 
brain in gear... and 
try your hand at our 
selection of addictive 
puzzlers guaranteed to 
send you mad. 





92 JOYSTICKS 

Ten top PC joy¬ 
sticks waggled 
and rated. If 
you’re looking to 
upgrade your 
’stick, then here’s 
a selection of the 
best currently 
available. 


98 1995 AND BEYOND 

The ultimate preview of the games you’ll be 
playing over the coming year. 


104 THE PC GAMES DIRECTORY 

700 PC games reviewed and rated. If you 
can’t find it here, it’s not worth knowing about. 





























The PC FORMAT Gold CD-ROM instructions 


Detach the Gold Disc 
from the front of the 
cover, pop it into your 
CD-ROM drive and 
follow the instructions 
below to get it up and 
running. Once you've 
sussed that lot out, 
you’ll see this lot. 
Lovely, isn't it? 



The PC FORMAT 

Gold CD-ROM 

Play the best PC games with the PC FORMAT Gold 
CD-ROM. Paul Pettengale explains how to use the 
Disc, and tap in to the greatest games collection 
ever assembled. You lucky people. 

GETTING STARTED 


Here’s a step-by-step guide to getting started 
with the PC FORMAT Gold Disc. 


1 Stick it in. Take the Disc out of the 
case and in to your CD-ROM drive. 
Whether your drive requires a cad¬ 
die or whether it's an ordinary tray 
loader, this bit shouldn't prove too 
difficult to master. 

2 Log on. Make sure your I’C is on, 
and you're in DOS rather than 
Windows. Log on to the CD-ROM 
drive by typing: dt [Enter], where 


d: is the name of your CD-ROM 
drive (in some cases it may be e: or 
f: or whatever). 

3 Run the intro. There's a some¬ 
what fancy intro animation to start 
the CD-ROM off (created, if you're 
interested, with that paragon of 3D 
graphics packages, 3D Studio). You 
can run this, and the Menu System 
that follows it by typing: pcf 




chance to play Magic Carpet 


[Enter]. The intro lasts about 30 
seconds, after which it'll start 
repeating itself until you either 
press the [Spacebar], or hit your 
right-hand mouse button. 


simple to use, with either a mouse or 
the keyboard (although a mouse is 
recommended). Move the pointer 
over the item you want to select from 
the available list in the main box on 
the left-hand side and centre. A dou¬ 
ble-click with the left-hand mouse 
button (or indeed, by pressing the 
[Enter] key) triggers off the high¬ 
lighted option. So, for example, if you 
double-click over Install MegaRace, 
you're prompted whether you're 
sure you want to do this, and provid¬ 
ing you answer by clicking on Yes, 
the installation for MegaRace then 
kicks in. Once it's finished, you're 
automatically returned to the Menu 
screen from which you can install 
more software, or quit out to play 
with what you've just installed. 


Got the kit? Here’s what you need 


It's difficult to specify a minimum system 
for the PC FORMA I CD-ROM Gold, 
simply because the minimum system 
requirements for each game vary. 
However, you can take the following 
spec as a generic system required for 
running all of the games on the Disc... 
4Mb RAM; VGA display; 386DX; 
Double-speed CD-ROM drive; hard 
drive (15Mb free); mouse. 


A recommended system would, how¬ 
ever, comprise the following... 

8Mb RAM; SVGA display (some 
games do require SVGA); 486DX; 
double speed CD-ROM drive; hard 
drive (50Mb free); Sound Blaster 
compatible soundcard. 

Now that we’ve got that out of the 
way, get stuck in to a feast of fun. 


"i.RMi.i-pnt.fflEI 


A couple of the games on the 

And to install Unneccesary 


PC FORMAT Gold Disc won’t work 

Roughness, log on to your CD-ROM 


from the menu system for some 

drive and type: 


spurious reason of their own, so 

cd \unnrough [Enter], followed by: 


you'll have to run them from the 

Install [Enter]. 


DOS prompt. 



For Rebel Assault, log on to your 

If in doubt, ring the PC FORMAT helpline 


CD-ROM drive and type: 

on tr 01732 771512 from 1 pm to 5pm 


cd \ rebel [Enter], followed by: 

weekdays and between 10am and 


rebel [Enter], 

12pm most Saturdays. 
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The PC FORMAT Gold CD-ROM instructions 





5 Install and Unzip. Many of the 
options in the menu start with the 
word: Unzip, followed by the name 
of one of the games on the Disc. 
Choosing one of the Unzip options 
creates a game on your hard disk by 
unpacking the compressed game file 
from the CD-ROM. In the main these 
are small games (around l-3Mb) 
which are designed to run from a 
hard drive instead of a CD-ROM 
drive (because CD-ROM drives are 
comparatively slow). 


want to quit, and providing you 
answer Yes, you're returned to the 
d:\ prompt. 

7 Install some more. There are so 
many games on the Disc that our 
menu system can't handle them all 
at once, so after you've installed the 
first batch, type: pcfmore [Enter] 
to pull up an extra menu from 
which you can install the rest. Once 
you're finished, select Quit to DOS 
and hit [Enter]. 


6 Quit to DOS. Before you can play 
any of the games that have been 
installed to your hard drive you 
have to quit back to DOS from the 
menu screen. Do this by highlight¬ 
ing the Quit to DOS option button 
and double-clicking on it (or by 
pressing [Enter]). You're prompted 
as to whether you're sure you 


8 Run the games. You now have to 
log on the drive and directory into 
which you've installed the games 
and type a certain command to get 
each one running. First we'll show 
you how to log on to a specific drive 
and directory... Let's say you 
installed the game Overlord on the c: 
drive and into a directory called 



\games\overlord. To get there, first 
type: c: [Enter], followed by: 

cd \games\overlord [Enter]. 

9 Set the game up for your system. 
Many games have to be set up to run 
with your particular PC setup, so 
that they know which soundcard is 
installed and so on. Usually this 
requires that you type: setup 
[Enter], and then follow on-screen 
prompts until the setup program is 
finished. You'll only have to do this 
once; after that the game knows 
what kind of system configuration 
you've got. To find out if a game 
needs to be set up, make sure you're 
in the correct directory for that game 
and type: dir /w [Enter]. This does 
a directory listing of all of the files in 
that directory - if there's one called 
setup.exe, or maybe install.exe, then 
type the appropriate command 


(either setup [Enter], or install 
[Enter]) to configure the system. 

10 Run the game. Once a game's 
been set up correctly (should it need to 
be so), you can now run it and enjoy 
playing it. To do this you have to type 
a specific command from the directory 
into which the game has been 
installed. Overlord, for example, starts 
when, from file \games\overlord 
directory, you type: overlord [Enter]. 
The specific command varies from 
game to game, but is usually similar to 
the name of the game, and is always a 
derivative of the game's executable (or 
.exe) file. To find out what exactly the 
command is, do the dir /w [Enter] 
command and look for files that end in 
.exe. The chances are the .exe file that 
sounds most like the game's name will 
be the one you have to type to get the 
game running. 
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Team 17 make 
hit after hit, 
which is what 
you’d better 
hope you do 

on alien forces 
in Project X, the 
shoot-’em-up 
that bites. 



Little Big 
Adventure? Or 
much ado about 
nothing much at 

with this huge 
demo from EA. 
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The PC FORMAT Gold CD-ROM instructions 


10 Removing a game. A time will 
come when you'll want to get rid of 
one or more of the games you've 
installed. This might be because you 
want to make space on your hard 
drive for more of the games that you 
can install from the PCF Gold CD- 
ROM, or maybe you're simply bored 
of it and it's become a waste of hard 
drive space. You can get rid of any 
game - the files that make it up and 
the directory that it's in - with the 
deltree command. For example, if 


you wanted to get rid of the Overlord 
demo, type: deltree c:\games\ 
overlord [Enter], providing that 
you installed it to the c: drive into 
a directory called \games\over- 
lord. If you selected a different 
drive and directory substitute the 
correct driveSdirectory path for 
the c:\games\overlord example 
cited above. 

11 Buy the full game and register 
shareware. The games on the CD- 


ROM are all either demos of commer¬ 
cial releases (the first level or two, or a 
cut-down version), or the shareware 
version of a shareware release (a taster 
of a much larger shareware game). All 
of the demos and shareware games on 
the Disc include details of where you 
can get the full package from - and we 
ask that any game you particularly 
enjoy, or any shareware game that 
you find yourself playing frequently, 
you purchase the full package and 
help keep the software industry alive. 


Got a problem? Follow our troubleshooting guide. 


If you do experience any problems 
with any of the games on the CD- 
ROM Gold, the chances are it’s 
down to how the memory’s config¬ 
ured on your system. So, check out 
the PC FORMAT guide to ensuring 
that your memory's been set up to 
work with just about anything you 
care to throw at it... 

THE BASICS 

Okay, it's really very simple. No matter 
how much memory you have in your 
PC, whether it's 2Mb or 16Mb, it’s 
always arranged into three main sec¬ 
tions: conventional memory, upper 
memory and extended memory. The 
definitions of these are as follows: 

conventional memory is the area 
between OK and 640K; 
upper memory is between 640K 
and 1024K; 

extended memory (often abbreviated 
to XMS) is the remaining area beyond 
1024K; 

expanded memory is THE SAME 
PHYSICAL MEMORY AS EXTENDED 
but treated in a different way - this 
is important. 

All modem PCs (386, 486, 
Pentium) have 640K of conventional 
memory. But of course not all of that is 
free: depending on how you load DOS 
and your device drivers, you might 
have anything from 450K to 61 OK or 
more free. We'll come on to freeing up 
conventional memory later. 

Upper memory is divided into 
Upper memory blocks, surprisingly, 
and is only available for use on 386 
and 486 computers, so dump your 
286 now if you haven’t already. The 
first 64K of i riended memory, if pre¬ 
sent, is called the High Memory Area; 
any remaining pace, from 960K to 
2Gb or more, is all extended memory. 

Now extended memory isn't much 
use for games, most of which demand 
expanded memory (or EMS). So where 
does that come from? Read on... 

AND NOW IT GETS TRICKY 

To use these different sorts of memory, 
you need to load various drivers which 


enable programs to access it. 
Conventional memory is always avail¬ 
able and unless you tell programs any 
different (or they require different sorts), 
they'll load there. Upper memory 
needs no drivers either, but it does 
need to be enabled before you can use 
it - see below for how. Extended 
memory needs a driver before it’s 
available. This driver is supplied with 
DOS and is called himem.sys. It needs 
to be loaded from your config.sys file 
with a device command, so the first 
line in your config should be: 

device=c : \doe \himem . sys 

This enables programs to use 
extended memory, but not expanded 
memory. The differences between the 
two are quite technical and not impor¬ 
tant; the main thing is that extended 
memory can emulate expanded mem¬ 
ory, but to do this you need (yep) 
another driver. The most common 
expanded memory manager is 
EMM386, again supplied with DOS. 
EMM386 is also used to enable the 
upper memory blocks, and like 
himem.sys, it’s loaded from config.sys. 
Place this line after the line that loads 
himem.sys: 

device=c :\dos\emm386.exe 1024 


There are two switches on the end of 
the line here. “1024" specifies that 
1024K of expanded memory should be 
allocated - the default (if you leave the 
number out) is 256K. You can alter this 
number depending on how much EMS 
is needed by the game/program you’re 
running. The “ram’’ switch enables 
the upper memory blocks for use. 
EMM386 can take many other 
switches, but the only other one 
generally used is “noems”, which 
tells EMM386 not to allocate any 
expanded memory. 

MAKING IT WORK 

That's the theory, but you don't care 
about that, you simply want your 
games to work first time. Okay. Games 
and many other programs need vast 


amounts of conventional memory, so 
the more you can save the better. You 
do this by loading DOS and as many 
programs as possible ’high’ - that is, 
into the upper memory blocks. 

DOS 5, 6 and beyond have the 
ability to load most of themselves into 
the High Memory Area (HMA - first 
64K of extended memory, remember). 
This is achieved in config.sys again, by 
putting this line after the one that loads 
EMM386.EXE: 

dos=high, umb 

The “high" bit tells DOS to occupy the 
HMA, while “umb” is needed to enable 
the upper memory blocks. (You need 
both the "ram” switch with EMM386 
and this “umb" switch to enable upper 
memory.) Other programs you load in 
config.sys and autoexec.bat can be 
loaded high using the commands 
“devicehigh” and “loadhigh” respec¬ 
tively. So if you had this in config: 

devicehigh=c:\dos\dblspace.sys 

and this in autoexec: 

loadhigh c:\mouse\mouse.cotn 

both drivers would be loaded into the 
upper memory area, provided there 
was room. (You can see how much 
space each section of memory has by 
using the MEM /c command with DOS 
5 or just MEM with DOS 6.x.) 

So the vital lines in your config.sys 
are, in order, these: 

device=c: \dos\himem. sys 
device=c:\dos\emm386.exe ram 
[plus either "noems" or an 

dos=high, umb 
devicehigh=etc. 

Make sure you use loadhigh com¬ 
mands in autoexec.bat too. 

MAKING IT ALL EASIER 

If you’re now rolling around on the floor 
with an exploded brain, don’t worry. 
Just keep those hallowed lines in your 
config.sys at all times and make sure 



The cry went out then and It goes out 
again now. “PINBAAALLL!” Usually fol¬ 
lowed by five hours of smashing down 
on the [Shift] keys. 


you're loading everything possible into 
high memory. If you need to temporar¬ 
ily disable expanded memory, perhaps 
because you're running a program that 
needs all your extended memory, sim¬ 
ply edit config.sys and put a “rem” 
statement at the beginning of the line. 
The PC will then treat it as a remark 
and ignore it. When you need 
expanded memory back, delete the 
“rem” and reboot. Easy. 

Of course there is a way to make it 
all even easier. You can automate 
much of this tedious memory manage¬ 
ment by either getting hold of DOS 6.x 
or another memory manager, such as 
QEMM 7.5 (£93.95 from Quarterdeck 
* 01245 496699). DOS 6.x comes 
with a utility called MemMaker, which 
examines your setup and arranges the 
device drivers in high memory to give 
you as much free conventional mem¬ 
ory as possible - it’s all automatic. But 
the true star is QEMM 7.5, a combined 
extended/expanded memory manager 
(you don’t need himem.sys or 
EMM386) which is even better at 
arranging your setup to give, typically, 
630K+ of free memory. QEMM is pos¬ 
sibly the most useful program you can 
get for your PC. You might spend half 
an hour setting it v up and fine-tuning 
your system, but from then on you can 
completely ignore memory altogether; 
QEMM will give you plenty of free con¬ 
ventional memory for games, look after 
allocating extended or expanded 
memory and it's helpful into the bar¬ 
gain. We wouldn’t use anything else on 
our machines. 

STILL STUCK? 

If the worst really comes to the worst 
and you need a person on the end of 
the phone to console you, phone the 
Samaritans. No, don’t do that, we 
mean: phone the PC FORMAT 
Coverdisk Hotline. It’s open from 1pm 
to 5pm weekdays (excluding public hol¬ 
idays, so don't bother phoning over the 
Christmas period - we’ll all be at home 
eating pie) and between 10am and 
12pm most Saturdays. The telephone 
number’s » 01732 771512. When 
someone picks up the phone, tell them 
that it’s a PC FORMA T-related inquiry. 
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Break the 640k barrier! 
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Doom and Doom 2 reviewed 

PC FORMAT Gold Award 


Doom 

£34.99 Id Software ■ Selected PD libraries 

Join James Binns on a trip into 
hell as he reviews one of the 
best PC games ever. 

A book about PC games, kick- player and say, "Yup. That's on a 
ing off with an arcade PC, that is. You can keep your con- 
game? Surely some mis- soles and your over-priced 

take? PC games are platform games, because 

supposed to be about care- we've got Doom. It's ours 

ful thought and patience. and we're proud of it." 

strategies. ^ 

Tome-like manuals. .^*^bB|BBP Terrible, bloody 

What's Doom vengeance 

malarky then? Doom places you in 

The Doom games frightening world of 

occupy a special place in PC vicious monsters, dark 

gaming folklore. Throughout buildings and devastating 

1994 Doom has been something we firepower. The monsters, in time 
could call our own. Something we honoured fashion, are the beasties 
could hold up to every other games who have wiped out your fellow 



marines, and now it's all down to 
you to reap a terrible, bloody 
vengeance. You do this by yomping 
through buildings, courtyards, stair¬ 
ways and tunnels, all drawn by the 
most glorious and fast-moving 3D 
graphics engine you've ever seen. 
The use of lighting is magnificent 


and the creation of atmosphere 
utterly unrivalled. 

The weaponry in Doom really 
does you proud. Starting off with a 
spiked knuckleduster and a hand 
pistol, your first acquisition is the 
pump action shotgun - a nice piece 
of work. Then it's the chain gun, the 


1 


Doom 2 

£49.99 VIE/ld Software ® 0181 960 2255 

More blood, more horror, more 
excitement and erm, just one 
more gun. James Binns visits hell 
on earth. Also known as Luton. 



Sudden, hideous, painful, screaming, agonising, bloody, burning, awful death. And 
that’s if you’re lucky. If you aren’t there’s always maiming, torturing, nasty bruising... 


T o be any kind of a hit. Doom 
2 had to be much more than 
just more of the same. You 
can get as much Doom as you could 
ever wish for by getting hold of 
WADs - extra levels designed by Joe 
Public. This put the sequel in a diffi¬ 
cult position, however. Any 
follow-up had to be substantially 
different to the original and yet 
retain its thrill and 3D technology... 
after all, there was plenty of life left 
in the graphics engine. Id rose to the 
challenge and produced a smashing 
game, if a tad faulted. 

We're not giving too much away 
- let's just say that the original Doom 
ended with you 
defeating the alien 
menace and going 
back to Earth, 
except that on 
your return you 
discovered that 
the beasties had 
got there before 
you and caused all 
sorts of harshness 
in the old neigh¬ 
bourhood. Cue a 
sequel. The 

crunchin', stompin', bashin' and 
shootin' action is virtually 
unchanged, so what has Id changed? 

What’s new? 

First up, there are seven new aliens, 
each with its own unique form of 



The double-barrelled shotgun in action. 
This is a straight shoot-’em-up section. 


nastiness. Two of the most distress¬ 
ing of these for any marine, 
wounded and low on ammo, to 
bump into on a dark night are Pain 
Elemental and the Arch-Vile. The 
first of these is 
similar to the old 
Cacodemon, 
except that it fires 

making it a tough 
target. The Arch- 
Vile meanwhile is 
a tall, gangly fel¬ 
low who runs 
around in a jolly 
way, resurrecting 
any dead mon¬ 
sters in his path 
and setting you on fire. He could 
really spoil your day. And when it 
comes to the last level boss, well... 
suffice to say, you find yourself in an 
entirely hostile environment. 

The biggest disappointment of 
Doom 2 is the addition of only one 


Any follow-up had 
to be substantially 
different to the 
original, yet retain 
its thrill and 3D 
technology... 












rocket launcher, the plasma gun and 
finally the daddy of all guns - the 
BFG. Work out what the initials 
stand for yourself. Many players' 
favourite weapon is the chain-saw, a 
tasty gadget that enables you to rip 
your unfortunate victims to shreds. 
Notably, Doom produces different 
corpses for different weapon kills. 
The pistol leaves a largely undam¬ 
aged corpse... if you don't count the 
chest wound. The BFG however 
only leaves a smear of blood. Yuck. 

Knee Deep in the Dead 

The gameplay in Doom is riveting. 
From the moment the first shell pops 
off the pistol, your heart beats at 
double speed, your palms sweat and 


The aptly-named BFG, about to take out 
four, er, things, in a mean fashion. 


your nerves twitch. It's an all-round 
thrilling experience, finding your 
way around, wandering into traps 
and spreading 
carnage in your 
wake. Great. 

first released as 
shareware - you 
get the entire 
first level. Knee 
Deep in The 
Dead, for free. 

But register and 
you get two 
extra chapters, 

The Shores of 
Hell and Inferno, plus extra 
weapons and bad guys. The real 


Grab a radiation suit before you go 
anywhere near the toxic sludge. 


motivations for registering are 
twofold. Firstly, you get to indulge 
in the two-player game, or Death 
Match as it's more 
commonly known. 
PCs can be linked 
up by serial ports or 
run across a net¬ 
work, enabling 
combat in real time 
between yourself 
and other buddies. 
Well, they might be 
buddies before you 
start playing, but 
things quickly 
degenerate into 
mutual insults and hatred. And then 
there's the WAD scene. Doom fans 


The chain-saw in action. Need we really 
say any more? Thought not. 


all over the world can design their 
own levels and post them on bul¬ 
letin boards for others to download 
and die horribly in. There are liter¬ 
ally thousands of levels out there, 
and some of them are even as good 
as the Id originals. 

Doom is a legend in its own load¬ 
ing time - a testament to both the 
power of the PC and the dedication 
of the team at Id. It's also one of the 
best games you're ever going to 
play. If you haven't already got hold 
of it, then you can't possibly take PC 
games seriously. 

Doom 

Minimum system: 4Mb; VGA; 386 and a 
hard disk (12Mb) 

Optional extras: AdLib; Sound Blaster; 
Roland; Gravis UltraSound; joystick; mouse 
For Fast and detailed 3D • 3D 
sound effects with an UltraSound 
installed • 25 imaginative, exciting 
levels • Varied texture mapping • 
Gruesome sound effects • Loads 
of fantastic weaponry 
Against: Ermm • It’s not true 3D? • 
Oh, shut up you whining maggot 

PCF Rating 92% 



From the moment the 
tirst shell pops off 
the pistol your heart 
beats double speed, 
your palms sweat, 
your nerves twitch 



That'll be two barrels for two bad guys 
then would it? Eat that Imp scum. 


extra weapon. That said, the Super 
Shotgun is a noble tool indeed. It's 
an updated version of the old shot¬ 
gun featuring two barrels of fun - a 
spread and a force of impact which 
makes a mess of the lighter foes and 
still does a fair amount of damage to 
the tougher ones. The downside of 
the new sawn-off is that it uses two 
cartridges every time and takes an 
age to reload. 

Not a chance 

Id had more fun with the level 
design second time round. Whereas 
the interiors in the original had a 
realistic, lived-in feel. Doom 2 fea¬ 
tures gimmicky designs, with levels 
like Barrels'O'Fun, where you spend 
most of your time fleeing from burn¬ 
ing barrels. The graphics have been 
tweaked and improved ever so 
slightly, with a wider variety of tex¬ 
tures and some smart new skylines. 
The doors now open at varying 
speeds, some flicking up almost 



They came out of the darkness. But I 
showed them the light. 


instantly, and usually with nasty 
surprises behind them. 

The biggest improvements have 
been made in the Death Matches. 
Setting them up is now more user- 
friendly, and extra options have 
been included - like respawning. 



The Battle Room. Find somewhere to 
hide and let them big guys fight it out. 


which makes power-ups and 
weapons rematerialise a short time 
after they're picked up. The levels 
are also better designed for Death 
Matches, with more weaponry scat¬ 
tered around. Every single weapon 
can be found somewhere on the first 


level in a Death Match setting, tool¬ 
ing you up for some instant carnage. 

Doom 2 is a worthy successor. It 
had its work cut out, but after a few 
hours of taking out the extra mon¬ 
sters and playing around on the new 
levels, you'll find your dark new 
home a preferable place. 

Doom 2 __ 

Minimum system: 4Mb; VGA; 386 and a 
hard disk (15Mb) 

Optional extras: AdLib; Sound Blaster; 
Roland; Gravis UltraSound; joystick; mouse 
For: The Super Shotgun is gnarly • 
The Arch-Vile is nasty • The final level 
is absolutely terrifying 
Against: Only one new weapon • 

It’s a tad pricey 


PCF Rating 91% 


There’s nothing big, clever, sexy or 


god, who cannot be hurt 


message, then gives you 

smart about cheating. But if you're a 


by anything. 


the chain-saw. 

sad loser then these cheats could be 

idfa 

Gives you full ammo and 

idclevXX 

Warps you to level XX. 

just what you’re looking for, and 


200 per cent armour. 


Give value between 00 

what’s more they’ll work on both 

idkfa 

Gives you full ammo and 


and 32. 

Doom and Doom 2. Type them in while 


200 per cent armour 

idbehold 

Enables a cheat mode. 

playing the game. 


plus all keys. 


Follow with r, i, v, a, 1 


idclip 

No clipping. Able to walk 


or s to give you the fol¬ 

iddt Type this on the map 


through walls, and expe¬ 


lowing power-ups. 

screen several times to 


rience hallucinations 

r 

Radiation suit 

reveal all the objects and 


outside the playing area. 

i 

Invisibility 

the full map. It soon 

idmypos 

Prints your co-ordinates 

V 

Invincibility 

erases itself. 


in hex. Hmm. Very use¬ 

a 

Computer map 

iddqd Degreeless mode toggle. 


ful, no doubt. 

1 

Turn up the lights 

This turns you into a 

idchoppers 

Prints a ‘Doesn’t suck' 

s 

Berserker mode 




















Quarantine reviewed 


Quarantine 

£39.99 Gametek tr 01753 553445 

The lights are green. The lights are red. 
Go. Go. Go. James Binns picks up a few 
fares in this drive’n’shoot slaughter-fest. 



N : 

h 


v, if God had meant us to 
in traffic jams he would 
I have given us the patience 
of spiders. And cars in our mother's 
wombs. And roads as natural geo¬ 
logical structures. Erm. That's not 
working is it? Quarantine isn't about 
traffic jams anyway. It's about burn¬ 
ing around, ignoring the rules and 
generally misbehaving, like the 
steel-eyed big-business rogues from 
just about every high-performance 
car advertisement you've ever seen. 

Quarantine borrows heavily from 
two top movies. From John 

Carpenter's Escape From New York, it 
takes the general scenario: the 
authorities have given up on Kemo 
City and decided 
that instead of 
building another 
community centre, 
which would prob¬ 
ably get fire- 
bombed anyway, 
they should build a 
wall, to turn Keno 
into a vast prison. 

Escape From New 
York featured a cab¬ 
bie, except he was 
your bog-standard, seen-it-all, done- 
it-all, had-'em-all driver. Your 
personality in Quarantine owes much 
more to Travis Bickle, the well-armed 
maniac played by Robert de Niro in 
Taxi Driver: "A man who would not 
take it any more." 


You’ll be hooked 
from the moment 
the first pedestrian 
bounces off your 
wind- 


pick me ups 

So there you are behind the wheel 
of a cab, tooled up and ready to roll. 
What next? Don't just sit there, pick 
someone up. You drive around the 
back streets for a little while, trying 
to stay out of trouble, mowing 
down the odd gun-wielding maniac 
(you can always tell the nutters by 
their red-eyes), but then eventually 
you're hailed by a 'charming' 
denizen of the night, who demands 
to be taken to some location across 
town. Accepting the fare, it's up to 
you to then race along the quickest 
route and deposit them at their des¬ 
tination. Do it fast enough and you 
earn money. Earn enough money 
and you can kit 
out your car. Kit 
out your car 
and you might 
just survive. 

But who wants 
to just survive? 
Surely there's 
more to life than 
this? After your 
first few success- 

missions start to 
your way, 
and you start to watch a plot unfold 
from the comfort of your car seat. 
The missions are initially relatively 
simple: drop a bomb off at the TV 
station, fight a gang of road-hogs 
down at the drive-in movie, that sort 


of stuff. But keep playing and even¬ 
tually you find a way out of the 
walled city and have some fun on 
the open streets outside. 

Quarantine isn't wonderfully 
programmed or particularly devas¬ 
tating to look at, 
but the program¬ 
mers have created 
an escapist adven¬ 
ture which, 

although instantly 
gratuitous, is also 
instantly gratify¬ 
ing. You'll be 
hooked from the 
moment the first 
pedestrian 
bounces off your windscreen or 
tumbles beneath your wheels. The 
design of the mission structure is 
smart too, with an appropriately 
fluid feel. If you wanted you could 
just drive around for ages, keeping 
to the safe streets, and so long as 
you stayed on the right side of the 
road you'd manage to keep out of 
trouble. But the chances are you'll 
want to make yourself some big 
money, to buy some even bigger 
bolt-on weaponry. 

Driving music 

Compared to the 3D-fest that is 
Doom, and the texture-mapped glo¬ 
ries of IndyCar Racing, Quarantine 
can't help but look a tad dated. But 
we'U let them off the odd 3D-colli- 


sion-glitch - after all, the other 
vehicles and pedestrians look okay. 
On top of that, the cinematic 
intro on the CD-ROM edition has 
excellent production values, and 
the CD version even enables you 
to play your 
own music disks 
as you drive. 
Murder to music. 
Quarantine is a 
well-structured 
thrash, and can 
even make the 
dubious boast of 
being the first 
game with the 
bad taste to 
incorporate a 'drive-by Uzi slaugh¬ 
ter' option. It ain't Doom, but then it 
doesn't need to be. We love it in its 
own special way. Just close your 
eyes, rev the engine and think 
traffic wardens. 



Minimum system: 4Mb; VGA; 386; hard 
disk (14Mb) 


Optional extras: AdLib; Sound Blaster; 
Roland; Gravis Ultrasound; joystick; 
Thrustmaster whe@l; CD-ROM drive 
For: Unique drive-by experience • 
Speedy gun-zales action (groan) • 
Huge levels 

Against: Slightly over-responsive 
controls • Could get repetitive 

PCF Rating 82% 


Escapist adventure 
which, although 
instantly gratuitous, 
is also instantly 
gratifying 









Bill ^sir^aii 


MrnMk^ 






















Magic Carpet reviewed 
( PC FORMAT G old Award D 


Magic Carpet 

£44.99 Bullfrog/EA » 01753 549442 

James Binns knows the difference between a fitted 
carpet and a rug. He reckons that the carpet in 
Magic Carpet is really a rug. We told him to get on 
and write his review. 


T he world would be a much 
safer place if people would 
just stop meddling around 
with things they didn't understand. 
"You keep fiddling with that thing 
son, you're going to break it." That's 
the premise behind 
the Magic Carpet 
story line. It only 
takes one fool¬ 
hardy scientist (in 
this case read fool¬ 
hardy wizard) to 
unleash all sorts of 
chaos on to the 
planet. It seemed 
like such a good 
idea, to conjure up 
a spell to fix all the 
other wizards and 
monsters in his 
realm, for once 
and for all. Only problem was, 
things don't always turn out the 
way you expect. The wizard got 
caught up in an explosion that 
ripped both him and his realm 
asunder. It's all down to you, his 
apprentice, to pick up the pieces and 
restore order. Easier said than done. 


Beautifully detailed 
vistas sweep 
towards you out of 
the mist, with moss, 
rock formations, 
waterfalls, beaches, 
rolling seas... 


Mana, mana, mana, it’s a rich 
man’s world 

The way to restore order in the 
Magic Carpet realm is to shoot hos- 
tiles and claim the mana, or magical 
energy that pops from their explod¬ 
ing body. That's 
the basic premise 
behind the game. 
Fly around and 
shoot stuff. So, 
why's it so good? 
Well, there are 
other Magic 
Carpeteers thrash¬ 
ing around all 
intent on doing 
the same thing: 
claiming mana 
and settlements 
for their own. To 
survive you must 
therefore build yourself a castle to 
hold your mana, then send out bal¬ 
loons to bring the mana back for 
safe-keeping. Play well and you'll 
get your magical mitts on some 
wicked spells too. Things start out 
simple with fireballs and invincibil¬ 
ity power-ups, but they really heat 


up when you get the volcano spell 
and chuck it at an enemy castle. 
Have some of that then pal. 

The amazing thing about the 
graphics in Magic Carpet is that for 
the most part they're actually better 
than most pre-rendered sequences. 
Beautifully detailed vistas sweep 
towards you out of the mist, with 
moss, rock formations, waterfalls, 
beaches, rolling seas... it's all here. 

The animation on the enemy 
characters, krakens, trolls 
and the like is strong, 
with much less pixella- 
tion close-up than the 
likes of Doom, but ulti- | 
mately, you're here for 
the scenery. As if that 
wasn't enough the soun 
effects are exemplary 
too, with chunky noises The cut-aways 
for in-game action and Carpet are trul] 
music that changes pace dered joy to be 
and time according to what's hap¬ 
pening. A truly cinematographic 
experience at last. 

The only slight gripe with 
Magic Carpet is the flatness of the 
action. Although landscape heights 





may vary, when you actually fly 
into a mountain side you are sim¬ 
ply pushed on to the top of that 
mountain. What you actually vary 
when you move the mouse up or 
down is your angle - you're always 
at a fixed height. 

Fun for all the family 

It's as a multi-player 
game that Magic Carpet 
really excels, with up to 
eight players within a 
network. The strategies 
become much more com¬ 
plex as you and opponents 
build up castles and 
then fight over mana. 
: h :.r ren - The capacity for vin¬ 
dictiveness (a volcano 
here and there) rivals even Doom, 
and if you consider that you are 
not only destroying enemies, but 
at the same time creating and 
defending a castle, then this makes 
for some intensely sophisticated 
combat, with much more room for 
alliances too. 

Magic Carpet is a brilliant shoot- 
'em-up, and is utterly involving. It's 
a true landmark in gaming history 
and to give it due respect it's a land¬ 
mark that's also beautifully drawn. 
You'll want to visit it again and 
again. <2> 

Magic Carpet 


Roland; Gravis; AWE 32; mouse; joystick 
For: Dazzling graphics • 
Atmospheric sound effects • 
Excellent multi-player game • A rare 
chance to create as well as destroy 
Against: Sometimes feels a bit ‘flat’ 
PCF Rating 91% 



















Beat-’em-ups reviewed 


One Must Fall 

£29.99 Epic MegaGames * 01767 260903 



YOU'LL HAVE A TOUGH TIME 
tracking down a decent beat-'em-up 
for your PC. Whereas on the con¬ 
soles the genre has quite literally 
been kicked to death, there has been 
no such violence close to home. One 


Must Fall is without doubt the best 
bash so far. 

The fighters in OMF are huge 
exo-skeletal robots, within which the 
human fighter sits. Facing each other 
across a variety of backdrops, the 


players do their best to inflict ultra¬ 
violence on each other. There are 
plenty of special moves to play with, 
and if you succeed in getting a 
combo through, bonuses are flashed 
up. The playability is set just right 
for one and two-player games, with 
fast and responsive controls... the 
key to a good fighting game. 

Graphically, however, OMF is a 
letdown. Although they look pretty 
in static screen shots, the robots 
don't so much move as shamble. 
Flickering is kept to a minimum but 
they look weedy and lightweight. 

OMF is currently the best beat- 
'em-up for your PC, and until Mortal 
Kombat 2, Rise of The Robots and Super 
Street Fighter 2 come along this is the 
game to poison your mind. 

Minimum system: 2Mb; VGA; 386; hard 
disk (14Mb) Optional extras: Sound Blaster: 
Gravis Ultrasound; Roland; joystick 

PCF Rating 84% 


Body 

Blows 

£12.99 Team 17 
® 01924 201846 



The graphics in Body Blows are 
chunky and move well enough, and 
there's a standard line-up of punches 
and kicks, but the special moves are 
frustratingly difficult to pull off, and 
can't really be incorporated into 
combos. Hone your Mortal Kombat 
and One Must Fall skills instead. 
Minimum system: 640K; VGA; 286; hard 
disk (3Mb) Optional extras: AdLib; Sound 
Blaster; Gravis UltraSound; Roland 
Joypad strongly recommended 

PCF Rating 60% 


Street 
Fighter 2 

£34.99 US Gold 
* 0121 625 3388 

We're only mentioning this travesty 
of a fine game to stop you buying it 
by accident. Street Fighter 2 is based 
on one of the best beat-'em-ups of all 
time, but on the PC the control sys¬ 
tem is inoperable, the sprites poorly 
weighted and the animations inaccu¬ 
rate. A wasted opportunity. 

Minimum system: 1Mb of EMS; VGA; 286; 
hard disk (5Mb) Optional extras: AdLib; 
Sound Blaster; Roland 
Almost unplayable without a joystick 

PCF Rating 28% 



Don’t buy it. Don’t buy it. Don’t buy it. 


Mortal Kombat 



£29.99 VIE 
*0181 960 2255 

THE CONTROVERSY CAUSED BY 
the violence in Mortal Kombat has 
only been matched by the moral 
panic triggered by Doom. The ethi¬ 
cal fibre of this blood-drenched 
beat-'em-up has been questioned 
in Parliament, and the guardians of 
standards and decency have 
waged a campaign against this ter¬ 
rifying... erm... video game. 

Let's just get this straight. A 
digitised sprite blows a freeze ray 
at another sprite, turning it into 
ice. The former sprite then punches 
the latter sprite hard enough to 
turn it into a pile of bones. 
Apparently the concern is that chil¬ 
dren will try to duplicate these 
high jinx in the playground. 

Yeah, right. 

But what's the game like? 

Well, it's a faithful conversion 
of the coin-op, and succeeds 1 
in filling in the face of the console 
versions. With a minimum of 
recoding, the sprites and program 


data have been ported over to the 
PC, resulting in a product that 
looks and plays unnervingly like 
its 50-pence-guzzling big brother. 
With a joypad the action is fast 
and intuitive, but don't try 
using the keyboard - it's a 
nightmare. Trying to press nine 
keys at the same time in the 
heat of battle isn't funny. 

Before One Must Fall came 
along, Mortal Kombat ruled the 


re action." “Plays unnervingly like its 50- 
beat-’em-ups, and we like this one. 

PC beat'-em-up scene. It's since 
been pipped at the post on the 
playability stakes, but if you're 
looking for coin-op action at a sen¬ 
sible price, with big, bold and 
beautiful sprites, then this is the 
one for you. <ZD 

Minimum system: 4Mb; VGA; 386DX; hard 
disk (7Mb) Optional extras: Sound Blaster; 
AdLib. Joypad strongly recommended 

PCF Rating 80% 













Cannon Fodder and The Chaos Engine reviewed 






Cannon Fodder 

£35.99 Sensible Software/VIE « 0181 960 2255 


TRY IMAGINING THE LEMMINGS 
games with guns. Big guns and 
rocket launchers to fire at enemy 
lemmings, who die horribly and 
gruesomely in a crawling, bleeding 
pile of groaning organic debris. You 
have just imagined Cannon Fodder. 
Sensible Software converted their hit 


arcade game over to the PC back in 
May 1994 and verily, what a won¬ 
derful game it turned out to be. 

You control a team of soldiers, 
using a pointer on the screen. Push 
the left mouse button and they walk 
towards wherever you point, while 
the right button instructs them to 


fire in that direction. That's about it 
for the controls - intuitive, simple 
and easy to use. 

The soldiers have to be taken 
through a series of missions, which 
range from the basic killing and 
destroying everything to the 
inspired killing and destroying 
everything. There's a bit of hostage 
rescuing thrown in for good mea¬ 
sure too. But it's not the mission 
briefs that get gamers slavering at 
the chops for Cannon Fodder. Oh no. 
It's the mix of strategy and reactions 
you must employ to negotiate them 
successfully. This is one tough game. 

Icy paths, river, swamps... 

The 23 different tortuous levels take 
you across jungle, tundra, desert, 
moors and then down into an 
underground complex. The levels 
don't just serve as backdrops for 
repetitive action either, since your 
soldiers respond to different envi¬ 
ronments just as they would in real 
life - sliding along icy paths, wading 
through rivers, sinking into swamps 



These guys are lemmings with attitude. 


and tumbling down massive ravines 
to certain death. 

Cannon Fodder represents an 
excellent execution of a simple con¬ 
cept, which is simultaneously 
deeply traumatising and a laff riot. 
The sequel will probably be on the 
shelves as you read this, but no mat¬ 
ter how good it is, PC FORMAT still 
urge you to go out and buy the orig¬ 
inal. As Sensible themselves say: 
"War has never been so much fun." 
Minimum system: 2Mb; VGA; 386; hard 
disk (1.5Mb); mouse Optional extras: AdLib; 
Sound Blaster 

PCF Rating 86% 



The Chaos Engine 

£32.99 Renegade ® 0171 481 9214 


THE CHAOS ENGINE IS NOT, AS 
some suspect, a euphemism for 
older, more unstable versions of 
DOS. It's actually a huge steam- 
powered computer, which in true 
gaming tradition has gone horribly 
wrong, splattering Victorian 
England with a noxious radioactive 
gunk. This Chemobyl-esque dis¬ 
charge has warped the surrounding 
countryside with some fairly bizarre 
mutations... and the chances are you 
probably can't eat the lamb either. 

^Your mis- 



blast your 
way through 
the mutated 
hordes into the 
meddling bof¬ 
fin's laboratory 
and destroy the 
computer, thus 


restoring some good old-fashioned 
traditional Victorian values. The 
level design is maze-like, with stair¬ 
wells, bridges and forests creating 
an illusion of depth. Along the way 
there are plenty of power-ups to col¬ 
lect, which grant invincibility, 
enhance your fire-power, make you 
move faster... the usual, in fact. 
There's a simple puzzle feel to the 
game, with keys and objects to 
search out, but essentially it's a slick 
shoot-'em-up. 

Converting the game over from 
the Amiga, the Bitmap Brothers 
enhanced several aspects, which 
included bringing it up to 256 
colours, smoothing out the scrolling 
and tweaking the gameplay (the 
two-player game in particular now 
runs better). Ultimately though. The 
Chaos Engine lacks thrills, with its 
cuddly cherubic sprites, weak sound 



The two-player option is great fun as you can either cooperate with your friend 
or try and obstruct them as much as possible. 


effects and slow-paced gameplay. 
It's an enjoyable blaster - easy to 
pick up but unfortunately just as 
easy to put down. <2Z> 


Minimum system: 2Mb; VGA; 386; hard 
disk (1.1 Mb) Optional extras: AdLib; Sound 
Blaster; Roland 

PCF Rating 79% 









Arcade games round-up 


Dyna Blaster 

£34.99 UBI Soft ® 0181 343 9055 




Frantic bombing ’n’ running action in Dynablaster - 
the game that wrecks friendships in minutes. 


IF YOU WERE TO START A DYNA 
Blaster fan club it would probably 
have four members to each copy of 
the game, all of whom swore an 
undying love to Dyna Blaster while 
professing absolute hatred of the 
other three members. It's simply the 
best multi-player experience you can 
ever hope for on your PC. Vicious, 
nasty and hideously unfair, Dyna 
Blaster is a game you really have to 
play to appreciate. 

At first glance it appears simple. 
There's a maze with chubby sprites 
scampering around, collecting 
power-ups, laying bombs and trying 
to kill each other... in the nicest pos¬ 
sible way of course. After you lay a 
bomb you have four or five seconds 
to scamper clear of the explosion, 
hoping against hope that it'll fry a 


competitor instead. The 
one-player game is pass¬ 
able, stringing together 
some tenuous kidnap plot 
and having the little chap¬ 
pie try to rescue his 
girlfriend from genetic 
experiments. Playing 
against the PC is all very 
well, but no AI could ever 
hope to match the sheer 
vindictiveness of human 
players - and up to four 
can play using a special 
dongle that fits between 
the serial port and digital joysticks. 
Dyna Blaster is an addictive, frantic 
experience that you'd be a fool to 

Minimum system: 640K; VGA; 286; hard 
disk (1Mb) Optional extras: AdLib; Sound 
Blaster; digital joysticks (two needed for four- 
player mode) 

PCF Rating 83% 


Desert Strike 

£34.99 Gremlin Interactive « 0114 275 3423 




THE 1990 GULF WAR WASN'T 
exactly the most evenly matched 
scrap in the history of armed con¬ 
flict. There was this army, see, with 
lots of hand-weapons and missiles 
that you couldn't aim. They decided 
to invade their neighbour, who just 
happened to have loads of oil. In 
response to this brutal aggression, 
the Allies launched their own m ""'i 
of brutal aggression, using 
missiles that you could 
actually aim and lots of 
helicopters too. That's the 
story line to Desert Strike, 
although the game itself 
does everything except 
admit it. 

The action has you 
lugging over the desert, 
blowing up hostiles and 
ground installations while 

the time scrabbling , f jt move 
around to find extra fuel or one of 


and ammo. There's a limited strat¬ 
egy element in terms of how you set 
objectives, but ultimately it's more of 
a shoot-'em-up. 

The action is fine, but you can't 
help but wish more had been done. 
The cut-scenes are laughably primi¬ 
tive, and frankly a waste of effort. 
The sound effects are weedy here 
at PC FORMAT we like our machine 
guns to sound like MACHINE 
GUNS. And the scrolling just isn't 
quite as hot as it should have been. 
Desert Strike isn't bad - it's a fair con¬ 
version of an excellent console game. 
It just lacks clout. 

Minimum system: 2Mb; VGA; 386; hard 
disk (5Mb) Optional extras: AdLib; Sound 
Blaster; joystick 


PCF Rating 74% 


Project X 

£19.99 Team 17 « 01924 201846 



Vent your anger and bitterness on any 
hapless enemies who wander your way. 


THERE BEING A DEFICIT OF 
scrolling shoot-'em-ups for the PC, 
Project X, even though it's an Amiga 
conversion, was heartily welcomed 
when it beat a desperate path to the 
PC FORMAT door one stormy night. 
There is a story line associated with 
the game, apparently, but it just 
doesn't have much to do with how 
the game itself plays. 


Starting up, you can choose between 
three different ships. The first is fast 
and only basically armed; the second 
slower but tougher; and the third a 
halfway house - a sort of Ford Escort 
of ships. Then it's into the action. 
Enemy ships slide at you, from the 
right of the screen to the left. You 
have a choice, shoot them or avoid 
them. They're easier to shoot if you 
manage to collect the deadlier 
weapon power-ups, but that's about 
it really. The sound effects let the 
visuals down, and at times the action 
can get frustrating, but ultimately 
Project X is a fast, smooth and fre¬ 
netic blaster. 

Minimum system: 640K; VGA; 386; hard 
disk (2.2Mb) Optional extras: AdLib; Sound 
Blaster; UltraSound; joystick 

PCF Rating 76% 


Allen Breed 


£29.99 Team 17 » 01924 201846 



BEARING A NOT DISSIMILAR 
demeanour to the Alien movies, 
Breed didn't actually buy a licence, 
nevertheless it 'appropriates' some 
strong imagery and story lines from 
the films. For example? Swarming 
alien hordes have taken over a space 
station and your mission is to wade 
in there, pistol in hand, and clean 
out the whole nest. Terminate with 


extreme prejudice. Does that sound 
familiar at all? 

The pistol is barely enough, 
however, and you quickly find your¬ 
self hunting for computer terminals, 
where you can tool yourself up with 
a flame thrower and check out the 
map screen. The action is viewed 
from a top-down perspective, and 
although the graphics are monoto¬ 
nous and unsophisticated they do at 
least manage to simplify the game- 
play to a point where you should 
find it instantly appealing. Sadly, the 
length of that appeal may not last 
through all the 18 gruelling levels of 
the game. <2> 

Minimum system: 640K; VGA; 286; hard 
disk (3Mb) Optional extras: AdLib; Sound 
Blaster; Roland; joystick 

PCF Rating 70% 
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Syndicate reviewed 




Syndicate 

£44.99 (£39.99 CD) Bullfrog/Electronic Arts ® 01753 549442 



T he next time a sneering, cyni¬ 
cal friend espouses their 
complex political beliefs and 
concludes with the line "1 never 
vote... you can't trust politicians... 
they're all the same," show them 
Syndicate. Here's a future society 
that's truly and honestly run for the 
good of the people. Except that the 
bunch of people that it's run for are 
a Corporate Syndicate who rule 
'honestly', for which you can read 
bare-facedly, over the people, 
employing cyborg squads to kill, 
mutilate and terrify any commercial 
or political enemies who get in their 
way. Even innocent pedestrians, not 
actually getting in any one's way, 
are unlikely to be spared. 

You control the team from an 
airship and, following tight briefs 
(as it were), drop them into action. 


directing them here and there. 
Blowing up this and that. 

Slaughtering them and theirs. 
There's an awful lot of this last point 
in Syndicate - this was certainly one 
of the most violent 
games around for 
the PC, before the 
MK/Doom 2 blood- 
fests. It's 
that people 
dying. Heck we' 
seen enough of 
that in video 
games. It's 
the way they're 
dying that's dis¬ 
turbing. Blast 
someone with a 
flame thrower, and they catch fire 
and run around screaming, before 
ending up a pile of ashes. Shoot 


ble up in agony. Shoot them from 
behind and see them arch their 
backs in pain. 

The mission structures aren't 
exactly ethical either. It's kidnap¬ 
ping, executions and property 
damage all the way, although they 
do get more complicated. One mis¬ 
sion has you racing to pick up an 
informant before a rival team take 
him out. Then it's off to murder a 
local politician's wife before escap¬ 
ing to the evacuation point. 

Unashamedly beefy weaponry 

All this talk of carnage, and we 
haven't even started talking about 
the weaponry yet. What must you 
think of our manners? The tools of 
the trade in Syndicate are 
unashamedly beefy. Simple shot¬ 
guns are all very well, but what 
you're really after 
is an Uzi, a flame 
thrower, a mini¬ 
gun, a Gauss gun 
and, most ultra- 
violent of all, a 
laser. Hard core. 
You need to mix 
it up with every 
weapon to master 
Syndicate, since 
each mission calls 
for different spe¬ 
cialities. But is all 
this carnage really necessary? 

In a word, no. The violence is 
well-handled but ultimately just the 


Wading in with your 
team, no matter how 
hard they appear, 
ends in tears... you 
have to think and 
plan ahead 



There are loads of top cheats included in Syndicate. 
Type them in as your company name and get wads of 
extra stuff. 


Company name 
' COOPER TEAM 
NUKTHEM 
ROB A BANK 
WATCH THE CLOCK 
TO THE TOP 


Power-up 

Just about everything 
Dead agents are resurrected 
$100,000,000 bonus 
Accelerates time 
Select any mission 




Develop your team using cyborg body 
parts. Brains, eyes, arms, legs, chests 
and hearts can all be modified. 


window-dressing on a sophisticated 
blaster, which calls for healthy doses 
of strategic thinking. Wading 
straight in with your team, no mat¬ 
ter how hard they may appear, 
simply ends in tears, and you really 
have to think and plan ahead. 

The graphics and sound are 
excellent throughout. On the sonic 
side, you're treated to meaty sounds 
for weaponry, blistering effects for 
explosions, with atmospheric music 
and all the screams you could wish 
for. Visually, you're in for a treat, 
because the software runs in VGA 
high resolution mode. The buildings 
are realistic and the attention to 
detail in drawing the little charac¬ 
ters, even though many of them are 
only a centimetre tall, is excellent. 

For real Syndicate buffs, there's a 
data disk available called The 
American Revolt, which is even 
tougher to play through. And the 
CD-ROM edition. Syndicate Plus, 
comes bundled with the add-on, 
representing even better value for 
money. Syndicate is simply brilliant. 
A stylish well-rounded mixture of 
strategy and ultra-violence. It's an 
absolute must. <2> 

Syndicate 

Minimum system: 4Mb; VGA; 386; mouse; 
hard disk (12Mb) 

Optional extras: AdLib; Sound Blaster; 
CD-ROM drive 

For: Great graphics and animation • 
Absorbing strategy elements • Loads 
of lethal weaponry • Slick, easy-to- 
use control system 
Against: Can’t see yourself behind 
buildings • Missions eventually start 
to get repetitive 


PCF Rating 88% 
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For a start, it features the actual voices of the entire with 25E colour VGA graphics. You’ll need all your lead- 
original cast headed by William Shatner and Leonard ership skills to survive. And you’ll need the heart 
Nimoy. There are also authentic of a Vulcan to stay cool when 
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Interplay Productions Ltd., Tim Bam, St John’s Yard, Main Street, Fyfield, Near Abingdon, Oxon 0X13 5LN. 08G5 3901 

Software © 1992, 93 Interplay Productions, Inc. All rights reserved. STAR TREK™, ® and © 1992, 93 Paramount Pictures.' 

, All rights reserved. STAR TREK is a registered trademark of Paramount Pictures. 




Jazz Jackrabbit reviewed 


✓ 

Jazz Jackrabbit 


£29.99 Epic MegaGames ® 01767 260903 


Fresh from a stint at the Vienna 
School of Platform Dialectic, 
Professor James Binns gives a 
tutorial on good game design. 


S top the press. It's official! The 
PC can do platform games. 
And what's more, it can do 
dead good ones. Hell, they've been 
lying to us. We spent all those years 
in the wilderness, listening to the 
incessant whining of cynics, explain¬ 
ing how the PC can't really handle 
sprites, can't really do smooth 
scrolling and doesn't really have a 
frivolous enough 
user base to even 
appreciate a good 
platform game. 

And now Epic 
MegaGames has 
sent those lies to 
bed with a fat lip 
and a valium- 
stuffed cocoa. 

The plot of 
any platform 
game is utterly 
irrelevant. If we 
told you that 
Tortoise King 
Devan Shell had kidnapped Rabbit 
Princess Eva Earlong and it was all 
down to Jazz Jackrabbit to sort it 
out, you'd quite rightly glaze over. 

But, if we told you 

:se platforms, 

that you 
had to col- 
ect stuff, 
shoot things and 
avoid everything 


Platformers are 
easy to pick up... 
it’s only the good 
ones that are harder 
to put down. And 
Jazz Jackrabbit is 
a good one 



else, then you'd probably cheer up, 
grab a joypad and get ready to roll. 
The joy of platformers is that they're 
easy to pick up. It's only the good 
ones, however, that are harder to 
it down. And jazz Jackrabbit is cer- 
;ood one. 

Marxist theory of platform 
game analysis bases its critique on 
struggle. The player's struggle. The 
player has a ratio 
of exploration and 
effort to reward. 
Good games bal- 

and give you an 
ingenious level 
design to explore, 
adding responsive 
controls to reduce 
the effort and then 
adding smart 
graphics as a 
reward. (Theory 
courtesy of Pseuds- 
R-Us.) 

Get to the point will you? 

It's important in platform games to 
give the player a large area to 
explore, without losing him or her in 
level after level of sprawlingly ill- 
conceived and fiddly action. Jazz 
Jackrabbit does this with ease. You 
rarely feel lost, and the stages are 
varied enough to give you plenty of 
landmarks. One thing Jazz avoids 
particularly neatly is the old leap of 
doom - a common platform ailment 




explosions on Letni - computer world. 

whereby you keep having to jump 
aimlessly into space, because you 
have no conception of what's going 
to happen next. Jazz uses small 
enough sprites to give you the feel¬ 
ing that... hey... you really know... 
like, where you're going, man. 

Talking of sprites, it seems a 
good moment to pay tribute to their 
detailing and character. Jazz himself 
is a cool kind of Rabbit and the 
tonne of hazards you come up 
against are all well drawn. The back¬ 
drops have plenty of variety across 
the different worlds and all scroll 
convincingly, although a bit of par¬ 
allax wouldn't have gone amiss. The 
graphics on the 3D bonus sections 
are devastating, with Jazz bounding 



Shoot your way through the forcefields 
to get to the extra life stashed there. 

down the road, happily collecting 
points and avoiding crashes. 

That’s more like it 

As platformers go, this is about as 
good as you're going to get. The 
controls are fast and responsive, just 
as they should be. On top of the 
usual batch of power-ups, speed- 
ups, invincibility and the like. Jazz 
also gets to try out a few different 
modes of transportation - an air- 
board and a scuba suit, for example. 

There's no avoiding it - Jazz 
Jackrabbit is excellent. And it's share¬ 
ware, so you can check out a huge 
chunk of the game for free and regis¬ 
ter the rest for a few rabbit 
droppings. Go on then. <© 



IbMMMlil.H 



To get the most out of Jazz 

bouf 

Full health and toggle 

Jackrabbit, try these cheats. To 


invincibility 

enable them, pause the game by 

sable 

Toggles high speed and 

pressing [P], then push [Backspace] p p 
followed by... 


jumping 

cstrike 

Toggles airboard (turns you 
into a bird in birdland) 

lamer Level skip 

doom 

Enemies speed up and take 

gunhed Rapid fire and ammo 


more hits 

hooker Ensures trip to bonus level 

mark 

Kills Jazz 

X 



Jazz Jackrabbit 

Minimum system: 4Mb: VGA; 386 and a 
hard disk (12Mb) 

Optional extras: Sound Blaster; Gravis 
Ultrasound; joystick 
For: Strong, rugged consoley 
construction • Well-designed levels 
• Sprites chock full ’o’ character 
Against: Could have used some 
parallax scrolling 

PCF Rating 82% 















Platformers round-up 


Soccer Kid 

£29.99 Krisalis ® 01709 372290 


SOCCER KID INITIALLY SEEMS A 
bit weird and stupid. Instead of 
jumping on baddies' heads to kill 
them, or shooting them, you have to 
kick a special magic football at them. 
The controls are fiddly, and it never 
seems to work properly. Practise 
though, and you soon find that after 
a while it's just fine, and makes 
rather a refreshing change. 

The idea is that you're meant to 
be collecting up the broken pieces of 
the World Cup. This inevitably 
involves running from left to right 
killing lots of baddies and collecting 
power-ups. But it's done in an 
entertaining manner, with plenty of 


power-ups to collect and secret 
rooms to explore. The graphics are 
lovely, too, featuring a bizarre col¬ 
lection of enemy sprites ranging 
from a Pavarotti-style opera singer 
who fires killer notes to manic 
Italian moped riders who try and 

Getting to the end shouldn't be 
terribly difficult, but Soccer Kid has 
been designed to entice you back 
with the promise of higher scores 
and more bonuses. 

Min system: 2.5Mb; VGA; 386; hard disk 
(10Mb) Optional extras: AdUb; Sound 
Blaster; Roland; joystick 

PCF Rating 82% 




Zool 2 - ^ 

£34.99 Gremlin * 01742 753423 


THE ORIGINAL ZOOL WAS AN 
okayish platform game, but Zool 2 
improves on it in every area. It's 
overflowing with huge, colourful 
graphics, from giant King Tut 
masks to massive snakes slithering 
through the air. There are pick- 
upables scattered all over the 
place, and loads of baddies, to the 
extent that it can sometimes get 
difficult to see what's going on, 
because there's so much colour 
splashed about. 

And it's fun to play, although 
the gameplay isn't as varied as the 
graphics. All you actually have to 


do is collect enough 'things' to 
open the exit on each level, while 
avoiding baddies - there are no 
puzzles to worry about. It's also a 
little unfair in places, giving you 
unavoidable "leaps of faith" and 
forcing you to die several times to 
learn a particular section. But the 
responsive controls and constantly 
impressive visuals make Zool 2 a 
pleasure to be a part of. 

Minimum system: 640K; VGA; 386; hard 
disk (1,3Mb) Optional extras: Sound 
Blaster; joystick 

PCF Rating 81% 



Cool Spot 

£30.99 VIE® 0181 960 2255 


COOL SPOT’S NOVELTY IS THAT 
it stars a well-animated character. 
He's called Cool Spot, and he's cool. 
Basically. Dressed in trainers and 
sunglasses, he moves around with a 
curious rolling gait, and throws up 
his hands in horror whenever he's 
hit. Leave him standing still for a 
moment and he pulls out a yoyo, or 
cleans his sunglasses, or yawns. All 
this endears him to you, even 
though he's used to advertise fizzy 
pop in America. 

Being small. Cool Spot comes 
under threat from hermit crabs, mice 
and wasps as he leaps around col¬ 
lecting red spots. He can fire 'things' 


to defend himself, but otherwise has 
to rely on his ability to shin up ropes 
and swing from floating balloons. 

It's not a difficult game, and 
there isn't much variety other than 
the changing scenery. End-of-level 
bosses are notable for their absence. 
But because the graphics are so 
good, you find yourself coming back 
for more. It's not a game you could 
accuse of focussing all its attention 
on the central character, and none on 
making it entertaining to play. 

Min system: 2Mb; VGA; 386; hard disk 
(1,2Mb) Opt extras: AdLib; SB; Roland 

PCF Rating 80% 



He might be an advertising icon for fizzy drinks, but Cool Spot is also one cool sprite. 
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Arcade games round-up 



Raptor 

£29.95 Transend 
* 01274 622228 



Get ready for a blasting frenzy as you 
take on a host of enemy sprites in one 
of the PC's best shoot-’em-ups. 

GREAT SCROLLING SHOOT-'EM- 
ups can be a truly fulfilling 


experience, and that's exactly what 
Raptor is. It's got absolutely every¬ 
thing: fabulous graphics, excellent 
sound and music, and loads of 
things to shoot, along with neat ani¬ 
mated links between sections, and 
no tedious plot. 

As usual there are power-ups to 
collect, but for a change you don't 
die as soon as you get hit by any¬ 
thing - a few well-placed shields see 
to that. And it's well worth paying 
the registration fee for the full share¬ 
ware version, too, because you get 
two extra missions to supplement 
the free version's one. 

Min system: I Mb; VGA; 386; hard disk 
(5Mb) Opt extras: AdLib; Sound Blaster; joy¬ 
stick; mouse 

PCF Rating 80% 


Llamatron 

Registration fee £10 - on PCF Coverdisk 14 



Jeff Minter turns his hand to a Robotron 
clone with predictably wacky results. 

LLAMATRON IS UNASHAMEDLY 
based on the coin-op Robotron, but 
while Robotron had you standing in 
the middle of the screen shooting the 


hordes of robots who homed in on 
your position, Llamatron has you 
defending llamas from a variety of 
marauding baddies. The graphics 
might not look enormously impres¬ 
sive, and you'll just have to take our 
word for it that the sound effects do 
their job nicely, but this is a game 
where the action is what matters, 
and there's no faulting Llamatron 
there. It's fast moving and hard. And 
being a shareware game, it's also 
incredibly cheap. 

PCF Rating 78% 


Microsoft Arcade 


Astro Fire 


£20 Microsoft * 01734 270000 


NOSTALGIA'S USUALLY OKAY, 
as long as you're not actually paying 
money for it. But Microsoft Arcade is a 
fairly reasonable £20, and the games 
on it really are classics. There's no 
Space Invaders here - that really would 



Retro-gaming comes to the PC with 
these five faithful arcade conversions. 


be tedious. Instead you get: Asteroids, 
where you shoot asteroids into 
smaller and smaller pieces; Centipede, 
where you, er, shoot Centipedes into 
smaller and smaller pieces; Missile 
Command, where you shoot lines that 
travel down the screen towards your 
cities; Battlezone, a shoot-first-before- 
you're-shot tank game; and the 
genuine classic Tempest, where you 
scurry around the mouth of a tunnel 
shooting baddies that come towards 
you. The games are simple, but faith¬ 
ful to the originals. 

Min system: 2Mb; VGA; 386SX; hard disk 
(2.2Mb); mouse Optional extras: Sound 
Blaster 

PCF Rating 70% 


£19.95 PCIUG « 01732 771512 


An old classic gets the remix treatment 
and dragged into the ‘90s. 

THIS IS ASTEROIDS, BASICALLY, 
but with lots of extra bits and 
pieces to bring it up to date. You 
still have to shoot rocks into 
smaller and smaller chunks until 
they disappear. But now as well as 


the UFOs that occasionally flew on 
to the screen in the original there's 
a host of other baddies to shoot, as 
well as power-ups to collect. The 
wire-frame graphics of the original 
have been replaced with rendered 
objects, which look great, and 
there are attractive backgrounds 
as well. All this adds to the 
immense enjoyment of this classic 
game, as does the replacement of 
the previous instant-death-on- 
impact frustration with a system 
of shields. 

Min system: 512K; VGA; 286 Optional 
extras: hard disk (700K); Sound Blaster 

PCF Rating 80% 


Speedball 2 

£9.99 Kixx XL ® 0121 625 3388 



The Bitmap Brothers’ finest hour, 

Spe idball 2 is fast, frantic and brutal. 


YOU PROBABLY NEVER USED TO 
play speedball during games at 
school. That's because it's a violent 
sport of the future, in which 
armour-clad players run around 
attacking each other as well as the 


goals. Everything happens at high 
speed in a metallic arena, and you 
can upgrade your players between 
bouts with the cash you win. 

The beauty of Speedball 2 is 
that, as well as playing against 
your PC (which is fun enough in 
itself), you can play one of your 
chums too. It's frantically addic¬ 
tive, and you have to hope that 
one day, perhaps in the early 22nd 
Century, we'U be able to play 
speedball for real. 

Minimum system: 286; EGA, 640K 
Optional extras: Sound Blaster; AdLib; 
Roland; joystick 

PCF Rating 78% 


Last of the Free 

£10 PCIUG® 01732 771512 



256-colour Defender clone and this 
baby's fast, we mean F-A-S-T! 


EUGENE JARVIS DESIGNED THE 
Williams coin-op Defender, and ver¬ 
ily it is one of the finest 
shoot-'em-ups ever programmed, 
with unmatchable speed and adren¬ 
aline inducement. That was about 10 


years ago, and the game still rules. 
This classy shareware title is one of 
the best clones we've ever seen and 
should be snapped up at the very 
earliest opportunity. Wonderful in 
every way. Can't resist giving Jeff 
Mutter's latest project a quick plug - 
Defender 2000 has just gone into pro¬ 
duction for the Atari Jaguar, and 
seeing as Tempest 2000 is scheduled 
for a PC release, we could have 
something very special by the end of 
next year. Oh yes! 

Minimum system: 640K; VGA; 286; hard 
disk (1 Mb) Optional extras: AdLib or a 
Sound Blaster 

PCF Rating 52% 
















Pinball, Pool and Snooker games round-up 



Diltholl £37.9921 stCentury 
rlllUdll ® 01235 851533 

Fantasies 


with great music and sound 
effects, and are feature 
packed. But is Pinball Fantasies 
as addictive as real pinball? 
Yes, it is. Well, nearly. 

Min system: 640K; VGA; 286; hard 
disk (3.6Mb) Opt extras: AdLib; 
Sound Blaster; Roland; Gravis 

PCF Rating 88% 


PINBALL WORKS WELL ON 
the PC, and Dreams/Fantasies 
are a popular way of playing 
it. Fantasies is the best so far, 
giving you four tables to play: 
Party Land; Speed Devils; 
Stones and Bones; and Billion 
Dollar Gameshow. All the 
tables are attractively drawn. 


Pinball Dreams 

£37.99 21st Century ® 01235 851533 


PINBALL DREAMS IS THE 
game that came before Pinball 
Fantasies. And, although it's 
bettered in most areas by 
Fantasies, it's still a great game. 
There are four tables again; 
Nightmare (easily the best 
one); Ignition; Beat Box (the 
weakest); and Steel Wheels. 
The ball movement is what 
sets this and the other 21st 


Century games apart: it's 
extremely fluid, yet retaining a 
suitable level of 'weight' to 
make the game realistic. We 
reckon that this game is just 
dreamy, but why not plump 
for the CD-ROM edition? 

Min system: 640K; VGA; 286; hard 
disk (3Mb) Opt extras: AdLib; Sound 
Blaster; Roland. 386SX recommended 

PCF Rating 87% 




Pinball Dreams 

|l|%|||mfO £39.99 21st Century 
UGIIIAG ® 01235 851533 


THE SENSIBLE WAY TO BUY 
Pinball Dreams and Pinball 
Fantasies - if you have a CD- 
ROM drive. It incorporates 
both games on to one CD, 
making eight tables alto¬ 
gether, which sounds horribly 
like overkill. It also comes 
with a terrible History of 


Pinball 'interactive multime¬ 
dia experience'-type thing: 
grainy photos of pinball tables 
with some text about them. 

Min system: 640K; VGA; 286; hard 
drive; CD-ROM drive; mouse 
Optional extras: AdLib; Sound 
Blaster; Roland; SVGA 

PCF Rating 84% 


Silverball 

Team 17 £29.99 « 01924 291867 


THIS IS THE MAIN RIVAL 
to 21st Century's games on the 
PC pinball front. It comes in a 
shareware incarnation (Epic 
Pinball) and this one, the avail- 
able-in-the-shops version. You 
get five tables and, while none 
of them are quite as good as 
the best tables in Pinball 
Dreams and Fantasies, they're 


quite a bit harder, which 
means the game can be frus¬ 
trating at first. There are 
plenty of features to unravel, 
though, and the graphics and 
sound are first-class. 

Min system: 640K; VGA; 386SX; 
hard disk (2.5Mb) Optional extras: 
Sound Blaster 

PCF Rating 83% 



Archer 

Maclean’s 

£35.99 VIE 
*0181 96 2255 

ARCHER MACLEAN IS THE CHAP 
who wrote this, rather than some top 
pool-playing star you probably should 
have heard of but haven't. And the 
first thing that strikes you about it is 
the number of icons across the top of 
the screen far more, you'd imagine, 
than are needed simply to knock a few 
balls into some holes. As it turns out, 
the graphics are all done in 3D, and 
the icons enable you to view the table 
from just about any angle, as you can 
in real life. That, combined with balls 
that bounce around convincingly, 
make it a great representation of pool. 
There's also a comprehensive set of 
options enabling you to play pool UK 
or US-style, and choose from several 
PC opponents. 

Minimum system: 640K; VGA; 286; hard 
disk (1.2Mb) Optional extras: AdLib; Sound 
Blaster; Roland; joystick; mouse 

PCF Rating 80% 




Whites 

Snooker 


£14.99 Hit Squad 
* 0161 832 6633 

PRETTY MUCH THE SAME as 
Archer Maclean's Pool, only with 
snooker instead. It depends what 
you're after, really. © 

Minimum system: 640K; VGA; 286; hard 
disk (250K) Optional extras: Sound Blaster; 
Ad Ub; Roland; mouse 

PCF Rating 80% 




















FIFA International Soccer reviewed 


PC FORMAT Gold Award D 
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F FA nternational 


Soccer 

£39.99 Electronic Arts * 01753 549442 

James Binns puts on his magic 
boots and finds out the truth 
behind the deeply sinister FIFA 
conspiracy. Get in there my son. 



A diving header such as this one is easy to pull off in FIFA. The simple control 
method is easy to pick up and, once mastered, you’ll be up there with the greats. 


F IFA Soccer is a legend in its 
own lifetime. When the game 
was released on the Mega 
Drive in November 1993, it leapt to 
the top of the bestsellers chart for the 
year - in just one month. Stocks ran 
out almost immediately and in the 
three months it took to make 
another batch of cartridges you 
couldn't get a copy for love nor 
money. The PC conversion took 
absolutely ages to come through and 
was released in August 1994. It is 
indeed a lovely game. 

First of all, let's get all the stan¬ 
dard stuff out of the way. It's a 
footie game. Ninety minutes end to 
end, eleven-a-side, one ball... you 
know the score. Teams are selected 
on an international basis. Each team 
has its own kit design and skill vari¬ 
ables, like shooting, running, 
passing, tackling and goalkeeping. 
There are three strategy elements to 
fool around with, the first enabling 
you to dictate coverage for your 
players - that's the area covered by 
defence, midfield and attacking 
players. The second gives you the 
opportunity to fix your overall battle 
plan - long ball, all out defence, that 
kind of thingr Finally you can set 
which players take different posi¬ 


tions across the pitch, basing your 
choices on their skill variables. 

Making moves 

So let's kick off and look at the 
playability. Defining just what 
makes footie games playable, enjoy¬ 
able and entertaining is a tough call 
- all we can say is that FIFA has got 
it exactly right. From the moment 
the game begins, 
you find yourself 
worrying about 
the result, even 
playing against 
your PC. The 
controls are 
responsive and 
you're given 
plenty of moves, 
both on and off 
the ball, to play 
around with. The 
two-player game 
is well handled and a good balance 
is struck between detailed, close-up 
graphics and actually being able to 
see exactly what's going on, particu¬ 
larly where you're kicking the ball to 
and where the nearest opposing 

FIFA is played from an isometric 
perspective, which, rather than mak¬ 


ing the action hard to follow, actu¬ 
ally adds to it. The sprites are 
fantastically detailed and well 
drawn, although they suffer from 
the moon-walk slide - the phenome¬ 
non where the players' legs move 
faster than the players themselves. 
The background scrolls smoothly 
and with relatively little flickering, 
even on lower spec machines. The 
crowds also look 
good, all moving 
separately rather 
than quivering 
simultaneously. 

Alan Partridge? 

The crowd sounds 
and action effects 
are a treat for the 
ears, and if you 
get hold of the 
CD-ROM edition 
you will be 
astounded at the quality of the com¬ 
mentary - brought to you courtesy 
of television's mouth of sport, Tony 
Gubba. The voice-overs are seam¬ 
less, with all the emphasis in the 
right place and a joyous attention to 
detail. Any chance of a limited edi¬ 
tion Alan Partridge Special? "Did 
you see that!" 


There are a few gripes in the garden 
paradise that is FIFA Soccer. On the 
sound side, the whistle noise is 
embarrassingly poor, and the theme 
tune unparalleled in its cheesiness. 
The strategy options are limited, 
when you compare it to US Gold's 
World Cup USA '94 (next page). And 
the joystick control can be fiddly for 
more subtle movements. Oh, and 
there's no team editor either - which 
would have been easy to include 
and would have rivalled Sensible's. 

But minor whinges aside, FIFA 
is currently the best soccer game for 
your PC. The whole thing is just so 
well-handled and highly polished, 
resulting in an accurate, realistic and 
fun kickabout. © 

FIFA International S occer 

Minimum system: 4Mb; VGA; 386; hard 
drive (7.5Mb) 

Optional extras: AdLib; Sound Blaster; 
Roland; joystick; CD-ROM drive 
For: Detailed graphics with smooth 
scrolling • Brilliant speech on the CD- 
ROM version • Dazzling gameplay 
Against: No team editor • Limited 
strategy options • Fiddly controls for 
the more subtle movements 

PCF Rating 90% 


Defining just what 
makes footie games 
playable, enjoyable 
and entertaining is a 
tough call... FIFA has 
got it exactly right 
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Sensible Soccer and World Cup USA ’94 reviewed 


Sensible Soccer 

£19.99 Renegade « 0171 481 9214 



I mean, who wants to play a game of footie with such pipe-cleaner-like sprites? 


...inspires almost 
fanatical devotion 
from many game 
players, but it’s 
getting harder to 
see why 



Sensible Soccer almost every month. 


BEFORE FIFA TURNED UP, THE 
biggest soccer game for the PC was 
Sensible Soccer. It inspires an almost 
fanatical devotion from many game 
players, but nowadays it's getting 
harder to see why. 

Sensible Soccer shines as a multi¬ 
player experience. The team editors 
give you an exceptionally high 
degree of customisation, and you 
can set up leagues or tournaments. 
The gameplay is fast and furious - 
perhaps too fast on higher spec 
machines. The players are tiny, but 
you do feel like you're in control. 
The control mechanism is tricky at 
first, but you soon get the knack of 
the after-touch and can bend the ball 
through outrageous angles. 

The most recent incarnation fea¬ 
tures an on-screen referee, the new 
back-pass rule and all the teams 
from the World Cup - the English 


team too. The sprites have also been 
enhanced... but is that enough? 

It's the graphics and sound that 
really let Sensible Soccer down. Yes, 
playability is important, but when 
player sprites are this primitive, the 
background lacks crowd details and 
the sounds are laughable, you won¬ 


der if someone's being a little lazy. 
Sensible is a good game, but at the 
same time it's a missed opportunity. 

Minimum system: 640K; EGA; 20MHz 386; 
hard disk (64IK) Optional extras: AdLib; 
Sound Blaster; Roland; joystick; CD-ROM 

PCF Rating 79% 




World Cup USA ’94 


£32.99 US Gold ® 0121 625 3388 


Hey, it’s the cute World Cup mascot. 
Bet no one can remember Its name. 

can also design and execute set 
pieces for comers and free kicks. 

The playability during the 
arcade sequences is nothing special 
and has been heavily influenced by 
Sensible. World Cup USA '94 takes the 
top-down perspective, with unfortu¬ 
nately poor 3D-esque penalty 
sequences. Option menus enable 
you to vary speed, glue factor and 
passing accuracy. With the easiest 
settings you can create a bizarre 
fascistic game, in which everything 
is regimented and ordered with fast, 
snappy passes and balls that behave 
themselves on the toe. On the other 
hand, in the true spirit of freedom 
you can also fool around with the 
strip designer to create your dream 
team - now how does lime green 


The small on-screen map shows what’s 
happening in both halves. 

skin, cyan tops and pink shorts 
sound? Well it certainly beats brown 
shirts, anyway. 

World Cup USA '94 appeals to 
strategy heads rather than arcade 
buffs. In the playability stakes 
Sensible Soccer, its nearest rival, beats 
it hands down, but this official kick- 
about is still worth a look. (2) 
Minimum system: 2Mb; VGA; 386SX; hard 
disk (5Mb) Optional extras: AdUb; Sound 
Blaster; Pro Audio Spectrum; Roland; joystick 

PCF Rating 74% 

Appeals to strategy 
heads rather than 
arcade butts 


GOD KNOWS HOW MUCH US 
Gold paid to get the licence for the 
World Cup. Even then, the actual 
players' names weren't covered, and 
rather than taking the coward's way 
out and misspelling players' names, 
US Gold chose to use wholly new 
names. Sadly this kills the feel and 
atmosphere of the tournament. 


The best thing about World Cup USA 
'94 is the level of sophistication 
offered by the strategy screens. 
There are all the tactical options 
you'd expect, but in addition you 
can set the position that players take 
within preset zones - that's to say, 
where they will position themselves 
when off the ball. On top of that, you 






















Best of the rest reviewed 


Empire Soccer 94 

£29.99 Empire * 01268 343 9143 


Goal! 


£29.99 VIE 
« 0181 960 2255 



Goal! sounds much better when 
screamed by a Latin American sports- 


HERE AT PC FORMAT WE WERE 
never particularly happy with the 


exclamation mark at the end of the 
word Goal, but we forgave the game 
that one little indiscretion. 

Goal! came from the nimble fin¬ 
gers of Dino Dini (the programming 
god responsible for the Kick Off 
games) and, arriving in the gap 
between Sensible and FIFA, enjoyed 
quite a heyday. The game itself is 
fairly playable, although the control 
system is initially awkward. The ani¬ 
mations are detailed, for a top-down 
game, and the scrolling's smooth 
enough, partly because Dino took a 
short cut and used only three-quar¬ 
ters of the screen. 

Minimum system: 640K; VGA; 286; hard 
disk (3Mb) Optional extras: AdLib; Sound 
Blaster and a joystick 

PCF Rating 70% 



Revenge of the Manga blokes with spe¬ 
cial powers and a tiny viewing window. 

ONE OF THE STRANGER FOOTIE 
games of 1994, Empire Soccer features 
a square pitch, tubby Manga-style 
players, freaky cutaways and power- 


ups. Yup, they're selected before the 
match begins and when a player 
flashes he can pull off tricks like 
Super-barge - knocking down play¬ 
ers in his path. The console feel of 
this boot-'em-up is fine, but the two- 
player game is almost unplayable, 
because you can't see enough of the 
pitch in the letter box in which the 
action takes place. Different, though. 
Minimum system: 670K; VGA; 386; hard 
disk (1,4Mb) Optional extras: AdLib; Sound 
Blaster; Roland; joystick; mouse 

PCF Rating 60% 


Striker 

£29.99 Rage Software * 0151 933 2688 


Manchester United 

Premier League Champions 

£29.99 Krisalis * 01709 372290 



If you squint and use your imagination 
you can just make out Ryan Giggs. 

DOES THE WORLD REALLY NEED 
another Sensible Soccer clone? Strip 
away the window-dressing and 
that's all MUPLC is, except that the 


gameplay isn't nearly as strong. 
There is the use of real player names 
and statistics, with digitised pictures 
of players. The floppy version just 
has the Mane lads, but on CD-ROM 
you get loads more pics. The game 
also has a Tacti-Grid feature which 
enables you to place players any¬ 
where you want on the pitch. 
Ultimately, however, just a pale imi¬ 
tation of Sensible. 

Minimum system: 4Mb; VGA; 386; mouse; 
hard disk (3.2Mb); mouse Optional extras: 
Sound Blaster; joystick; CD-ROM drive 

PCF Rating 45% 



A red card is waved at the rubbish 
Striker. Get off the pitch, get off my 
hard disk, get out of my life. 

OH DEAR. RAGE SOFTWARE 
seems to have scored an own-goal 
with Striker - a conversion of a suc¬ 
cessful Amiga game, which has been 
rendered virtually unplayable. 
Striker features inexcusably poor 


scrolling and a dodgy perspective 
that always favours the player going 
up-screen. They can see who they're 
booting the ball upheld to and have 
time to dodge tackles - that can 
hardly be fair, can it. 

Striker's only saving graces are 
its usage of real players and statis¬ 
tics and a reasonable set-pieces 
facility. Plus for all its faults its 
still more playable than Planet 
Football, the most similar game. At 
the end of the day, it's just not fun 
to play. 

Minimum system: 640K; VGA; 286 
Optional extras: AdLib; Sound Blaster; 
Roland; joystick 

PCF Rating 45% 


Kick Off 3 


Planet Football 


£29.99 Anco * 01322 292513 


£39.99 Infogrames *0171 738 8199 



We gave Kick Off 3 a right kicking, and 
quite right too. Apparently there’s an 
upgrade out there. Cut your losses! 

OUR HIGH HOPES FOR THIS ONE 
- the next big thing in the Kick Off 
series - were dashed when it eventu¬ 
ally turned up, a couple of months 
late. Unfortunately, absolutely 
everything is wrong in Kick Off 3, 


from the joystick-only front end and 
the lack of any keyboard play 
options through to graphical glitches 
like the dribbling of the ball between 
the legs rather than ahead of the 
player and the way the ball never 
actually goes in the goal, but just 
bounces between the posts. 

Even the sound is wrong. The 
crowd go crazy when you miss the 
goal, and barely murmur when you 
score. This game is tripe of the low¬ 
est quality and should be avoided at 
all costs. 

Minimum system: 4Mb; VGA; 33MHz 386; 
hard disk (5.5Mb); joystick Optional extras: 
Sound Blaster 

PCF Rating 29% 



Don’t be deceived by the attractive 
graphics. The gameplay on this footie 
game really stinks. 

IN WHAT TURNED OUT TO BE 
an over-ambitious attempt to trans¬ 
fer the dazzling graphics from 
Alone In The Dark to a sports game, 
Infogrames ended up creating this 
twisted freak. Although the 3D 


perspective and polygonal foot¬ 
ballers are pretty, they leave you 
with little idea of what's going on. 
Instead, you tend to spend the 
entire game looking at the 
coloured dots on the radar. 

When a foul is perpetrated, it's 
called a fault for some strange rea¬ 
son, and the remainder of the game 
is similarly poorly-informed. The 
whole thing feels as though it's been 
designed by people who know 
absolutely nothing about soccer, 
which is inexcusable. 

Minimum system: 4Mb; VGA; 386; mouse; 
hard disk (20Mb) Optional extras: Sound 
Blaster; joystick 

PCF Rating 29% 
























k l 900 to 1940 was the age of the airship. 
Covering great distances across land and 
^ sea, these aerial giants rivalled railways 
and ships for the worldwide transport of 
» passengers and goods. 


Now, Zeppelin takes you through this 
Golden Age. Lead your fledgling 
company by developing new technology, 
negotiating supply contracts, setting 
up profitable trade routes and 


creating speed and altitude records. 
All this against a developing 
historical background. Contend with 
war, natural disasters, economic crises 


and technical breakthroughs. 


Zeppelin - Giants of the Sky : Will you 


come out on top: 


FOR IBM PC COMPATIBLES AND CD-ROM 




American Football games reviewed 


Unnecessary Roughness 

£39.99 Accolade * 0181 788 0200 


EASILY THE BEST AMERICAN 
Football game for your PC, 
Unnecessary Roughness gets the bal¬ 
ance between strategy and arcade 
action just right. In fact, it's so well 
done that it feels like everything has 
been done just right. 


The play selections are easy to fol¬ 
low, even if you're the most 
gridiron-challenged player. The tac¬ 
tical engine is straightforward, and 
as you get better you can even 
devise your own plays. Set your 
strategy, snap the ball and you're 


into the action side of the game. It's 
fast enough to be realistic yet 
remains uncannily slow enough to 
be controllable. 

On top of that you're give an 
unprecedented opportunity to cus¬ 
tomise the game, with the power to 
not only choose the colour scheme of 
your team kit, but also to design 
your team logo. 

The graphics are all wonderfully 
handled, from the cheer-leaders in 
the intro sequence to the unre¬ 
stricted viewing camera which 
allows replays from just about any 
angle possible - places cameras just 
shouldn't be allowed! 

Unnecessary Roughness is a neces¬ 
sary game for any American 
Football fan. Accurate and authentic, 
inviting and accessible, it's an 
absolute winner. 

Minimum system: 4Mb; VGA; 386DX; hard 
disk (8Mb) Optional extras: SVGA; AdLib; 
Sound Blaster; mouse; joystick 
486 strongly recommended 

PCF Rating 81% 
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Start off by setting your strategy 



NFL Coaches 
Club Football 

£44.99 MicroProse * 01454 326532 


Football Pro 
Deluxe 

£39.99 Sierra/Dynamix ® 01734 303322 



The graphics are gorgeous. Sadly, the 
action itself Is disappointing. Still... 


MICROPROSE'S GRUNT, HEAVE 
and push into the American Football 
genre is certainly the best-looking of 
all the games on this page, but it's 
sadly not the most exciting. 
MicroProse has got the licence, 
though, and real players' names are 
used throughout. 

The play selection is dead frus¬ 
trating, with only a small window 
displaying one play at a time. Since 
there are penalties for delaying the 
game, you really have to know the 


playbook well before you start if you 
want to stand a chance. In a two- 
player game this creates other 
problems, because your competitor 
knows exactly which play you've 
chosen and takes the most appropri¬ 
ate counterplay. 

Coaches Club's biggest strength is 
its graphics. Visually it is gobsmack¬ 
ing, with minutely well-drawn 
players, which can be zoomed 
around and viewed from any angle. 
You spend ages watching re-runs of 
your best plays, particularly when 
you can gloat at a real human oppo¬ 
nent. However, that's the biggest 
peak of emotion you ever get - ulti¬ 
mately MicroProse's offering lacks 
any real excitement, pace or sense of 
ultra-violent action. 

Minimum system: 2Mb; VGA; 386; hard 
disk (9Mb); mouse Optional extras: AdLib; 
Sound Blaster; Roland; joystick 

PCF Rating 78% 



In America that kind of action would 
have earned you a Uni scholarship. 

NOW, IT'S NOT THAT WE'VE GOT 
anything against statistics. Hell, 
where would we be without them? 
Any sports game needs a few vari¬ 
ables here and there, and a larger 
helping can help you understand the 
game better. The problem with the 
sea of stats offered by FPD is that 
owing to the fact that the game lacks 
a licence, they have little conse¬ 
quence or value outside the 
computerised game itself. You're not 
exactly going to sit around the pub 


with a few gridiron-obsessed bud¬ 
dies and brag about the line-up and 
results you've achieved with a team 
called the Miami Sharks, are you? 

That's not a strictly fair gripe to 
make against an unlicensed game 
but armchair quarterbacks tend to be 
obsessive types who care passion¬ 
ately about individuals, statistics and 
team records. We'd let this game off 
the hook if it came up to scratch in 
other areas, but sadly it doesn't. It 
lacks pace - a cardinal sin in any 
sports game, and the control system 
feels clunky. You spend too much 
time ploughing through the statis¬ 
tics, and too little getting stuck in. Its 
saving grace is the play-editing 
screen, which uses logic boxes and is 
relatively easy to follow. 

Minimum system: 2Mb; VGA; 386; hard 
disk (9Mb); mouse Optional extras: AdLib; 
Sound Blaster; Roland; joystick 

PCF Rating 68% 




















Sports round-up 


NFL Pro 

League Football 

£39.99 Microsports/DI « 01276 684959 



A TRAGIC WASTE OF A GREAT 
licence. This official game puts you 
on the escalator up to statistical 
heaven, but then drops you on to the 
greasy pole down to gameplay hell. 

Yup, all the statistics are there. 
While the licence permits the game 
to employ all the names and statis¬ 
tics from real players, as well as all 
the glitzy logos, it appears that 
Microsports has taken the completist 
line and incorporated every player 
and season in the history of the 
game, bringing you the ultimate in 
number-crunching enjoyment. 

It's the bone-crunching game- 
play that's a letdown. The play 


editing is text-based rather than dia¬ 
grammatical, making it difficult to 
visualise exactly what's going to 
happen when you get out on the 
field. Things aren't much better 
when you get there either - the 
action itself is a jerkily animated blur 
and you just don't have a clue 
what's going on. It looks like the 
programmers spent more time typ¬ 
ing in statistics than they did 
designing the game engine. Pity. 

Minimum system: 4Mb; VGA; 386SX; VGA; 
hard disk (8.5Mb) Optional extras: AdLib; 
Sound Blaster; mouse; modem 

PCF Rating 65% 


Tom Landry 
Strategy Football 

£29.99 Merit Studios ® 0191 385 7755 


“Hut, hut, hut.” What’s that mean then? 
What about plain old “give me the ball”? 

NOT ONLY IS THIS GAME PAST 
its prime, it lets you know the 
moment you start playing - all the 
team members are from the 1992 
season. That said, this is one for 


hardcore gridiron buffs, with all the 
strategy and statistics you could 
want, stripped of the arcade action 
sequences on the field. You set the 
play and then sit back to see how 
your team handles it. Control is rela¬ 
tively easy, utilising a mouse-driven 
menu system, and although we 
don't really rate the game itself, if 
you're an armchair quarterback 
you'll probably find plenty here to 
keep you hooked. <33> 

Minimum system: 1Mb; VGA; 286; hard 
disk (3.1Mb) Optional extras: AdLib; Sound 
Blaster; Roland; mouse 

PCF Rating 50% 



Wembley Rugby 
League 

£29.99 Audiogenic * 0181 424 
2244 

Tragically enough, this farcical little num¬ 
ber, with its poor presentation and clumsy 
controls, is the best rugger game for your 
PC. We recommend you stick to gridiron or soccer... or anything. 

PCF Rating 46% 


Hardball 3 

£34.99 Accolade « 0181 788 0200 

A passable slugger, with commentary by 
the renowned American sports commenta¬ 
tor A1 Michaels. Comprehensive strategy 
options should scare off any player who just 
fancies a quick bash. 

PCF Rating 66% 





lacks features like a league, a 

PCF Rating S5% 


Graham Gooch’s 
Cricket 

£34.99 Audiogenic 
• 0181 424 2244 

Also known as Brian Lara's Cricket, this one 
is fun to start off with, but is ultimately 
without any real depth of gameplay. Also 
action replay and a breakdown of player's skills. 



Summer and Winter 
Challenge 

£19.99 Accolade * 0181 788 0200 


You can get both Summer and Winter 
Challenge separately from The Hit Squad for 
£12.99, or shell out for this compilation 
instead. Both offer a batch of unspectacular 
seasonal sports, but are fun enough if you get a few buddies round. 

PCF Rating 62% 


Superski 2 

£9.99 Daze * 0171 372 7435 

Six winter sports on offer here, of which 
four are actually quite acceptable. We liked 
the downhill, slalom, giant slalom and the 
dizzying skills of the bobsleigh. We 
laughed at the hot dog and ski-jumping. 
Dead cheap and good fun too. 

PCF Rating 60% 




Michael Jordan In 
Flight 

£39.99 EA » 01753 549442 

A mixture of pleasure and pain here. 
Pleasure with the beautifully fluid graphics, 
intuitive controls and fast-paced action. Pain 
with the lack of a two-player mode and 


over-simplicity. Should tide you over until NBA Jam comes along in 1995. 

PCF Rating 70% 































NHL Hockey/tennis games reviewed 


NHL Hockey 

£39.99 EA Sports ® 01753 549442 


WHEN IT COMES TO ICE HOCKEY 
on the PC, NHL's the only game 
worth looking at. All right, US Gold 
chucked out a game called Wayne 
Gretzky Hockey a couple of years ago, 
but we'll sweep that under the car¬ 
pet for now. NHL Hockey is a cool 
game in every way. 

The arcade sections are fast and 
fun, even if the PC is often too smart 
and skilful for its own good. 
Controls are easy to get the knack of, 
and although you might never have 
actually played ice hockey, seek 
solace in the fact that this plays not 
dissimilarly to the real thing. 
Apparently. Scoring is just as hard 


for one thing. But the biggest pull on 
any sports game is the two-player 
mode and NHL really brings home 
the bacon. It's a scream - chuck a 
puck past your mate's head, then 
knock him into the side walls. 

A fine feature is the ability to 
control the strategy side of the game 
alone, buying and selling players, 
picking teams, and then not even 
having to play through the ice- 
malarky itself. It's a veritable 
statistics frenzy, but nonetheless one 
that keeps you involved. 

The CD-ROM edition adds '95' 
to the name and brings the fluff and 
filler of SVGA images, CD-quality 



music and spo¬ 
ken commentary. 

The gameplay's 
been tweaked, 
but the main 
advantage of the 
CD version of 
NHL is its much 
improved atmos¬ 
phere, which is a 
particular bonus 
if you choose to 
play in manage¬ 
ment mode. 

On the Mega Described by 

Drive, EA Hockey recreates the 
included beat- 
'em-up sections, for when players 
got too frisky. Sadly the NHL big¬ 
wigs insisted that one of the 
conditions of the game being 
granted a licence for the PC version 
was that this game element was 
removed. Improbably enough, they 


:e, NHL Hockey 
game perfectly. 

thought that violence would actually 
be bad for the image of the game. 
Silly buggers. 

Minimum system: 4Mb; SVGA; 386; hard 
disk Optional extras: AdLib; Sound Blaster; 
Roland; joystick; CD-ROM drive; mouse 

PCF Rating 83% 


World Tennis 
Championships 

£34.99 Mindscape ® 01444 246333 


Jimmy Connors’ 
Great Courts 2 

£9.99 UBI Soft/Blue Byte « 0181 343 9055 



Looking a little bit like Doom-tennis, 
WTC has a weird first-person 
perspective but is surprisingly playable. 


WE ALWAYS LIKED THIS ONE IN 
the PC FORMAT office, and 
although it may now look a little 
primitive, the 3D gameplay is 
absolutely top-notch. The first-per¬ 
son perspective and smooth action 
conveys more atmosphere than any 
tedious digitised images ever could. 
Minimum system: 640K; EGA; 286 
Optional extras: AdLib; Sound Blaster; 
mouse; joystick 

PCF Rating 72% 



posed to be our jimmy - come to think of 
it, that’s what he looks like these days. 


FORMERLY KNOWN AS PRO 
Tennis Tour 2, this budget tennis 
game is one of the best of the batch 
and brings you fast, responsive con¬ 
trols and well-designed serving and 
return routines. It's tough at first, but 
not for long. Definitely above aver¬ 
age, and at this price it's a bargain. 
Minimum system: 512K; CGA; XT; hard 
disk (750K) Optional extras: AdLib; Sound 
Blaster and a joystick 

PCF Rating 70% 


Advantage Tennis 

£35.99 Infogrames « 0171 738 8199 


International 
Open Tennis CD 

£44.99 Infogrames/Philips ® 0171 331 1405 



at sports, but they play a mean game. 

ALL HAIL PIPE-CLEANER MAN. 
Advantage Tennis, rather than using 
sprite players, instead makes its ten¬ 


nis geezers look just like the funny 
little figures you might have made 
out of pipe-cleaners, while you were 
at nursery school. The result is a 
highly fluid and smooth 
knockaround, in a surprisingly 
playable game. The tournament set¬ 
tings are well-designed, and the 
CD-ROM edition features digitised 
speech and new sound effects. 
Definitely worth a bash. 

Minimum system: 2Mb; VGA; 286; hard 
disk (1.6Mb) Optional extras: AdLib; Sound 
Blaster; joystick; CD-ROM drive 

PCF Rating 53% 



Just look at the state of that court, 
would you? The groundsmen should be 
taken out and raked. 


ORIGINALLY DEVELOPED FOR 
CD-i, this lacks appeal. Squint and 
you might be watching a tennis 
game on TV. The tennis noises and 
commentary are good, but the playa¬ 
bility stinks. The ball always travels 
at the same speed, and it lacks pace. 
Enjoyable but shallow. <2D 
Minimum system: 540K; VGA; 386SX; 
CD-ROM drive; hard disk (8Mb); Sound 
Blaster; mouse Optional extras: joystick 

PCF Rating 40% 



















Golf games round-up 


Links 386 Pro 

£45.99 Access/US Gold ® 0121 625 3388 

ALTHOUGH IT TRIES HARD, 
Links 386 Pro ultimately fails to 
topple the established leaders 
from the board. Yes, it does have 
great graphics, unbeatable ball 
physics and an easy-to-use inter¬ 
face. And it also comes with a 
proprietary windowing system 
enabling you to select your own 
perspective. But it still manages 
to fall short in the rough. 

One often overlooked feature, not included in any of the other games, is the 
ability to save a round as a file. You can then pass this on to a friend so that s/he 
can compete against you. Short of a full modem option, this is the best way to play 
the game. Quite a few such rounds are included with the game, recorded by those 
dudes at Access. Like its forerunner, a 486 is an essential beast to play the game 
unless you like staring at monitors. If anything the game is too easy once you've got 
the knack. Putting and hitting out of the rough is way too simple. 

Minimum system: 2Mb; SVGA; 486; hard disk (12Mb) Optional extras: AdUb; Sound Blaster; 
Roland; mouse 

PCF Rating 74% 


Jack Nicklaus 

Golf and Course Design 
Signature Edition 

£19.99 Accolade « 0181 877 0880 

THE JACK NICKLAUS SERIES, 
published by Accolade, has been 
around a long time now and 
offers the biggest array of 
courses. And if these aren't 
enough then there's always the 
course builder with which you 
can create your own. This really 
is an innovation and definitely 
the best reason for buying the 
game. Other plus points include 
a variety of game options includ¬ 
ing a 'skins' tournament, personalised computer opponents and realistic putting 
(hard). The graphics are only so-so and not a patch on Links 386 Pro. 

Minimum system: 640K; VGA; 286; hard disk; CD-ROM drive Optional extras: AdLib; Sound 
Blaster; Roland; mouse 

PCF Rating 78% 





Jack Nicklaus 

fill If £9.99 The Hit Squad 
UUII « 0161 832 6633 


Links 

£16.99 Kixx XL ® 0121 625 3388 



DOUBTLESS THIS WAS 
state-of-the-art at some 
distant point in history, 
but now it looks like a 
budget game. Old games 
never die, they're just 
offered to 286 owners. 

Minimum system: 640K; 
EGA; 286; hard disk Optional 
extras: AdLib; Sound Blaster; 
Roland; mouse 

PCF Rating 45% 



LIKE ITS FORERUNNER, LEADER 
Board, this is another classic-of-its 
day, although it was somewhat 
ahead of its time in that it 
required a 486 at a time when you 
had to mortgage your house to 
buy one. Recommended to those 
people who have finally acquired 
such a machine, but now find that 
they've got hardly any money left 
to buy games. 

Minimum system: 640K; VGA; 286; hard disk Optional extras: AdLib; Sound Blaster; 
Roland; mouse 


PCF Rating 50% 


Jack Nicklaus Unlimited Golf 

£12.99 The Hit Squad « 061 832 6633 


Greg Norman’s Ultimate Golf 

£11.99 Gremlin *0114 275 3423 


The "unlimited" of the title has always been 
something of a mystery, especially considering 
this is a somewhat limited game. It's not bad, 
but if you're looking for a budget buy then 
PGA is the best bet. 


Many hours went into the making of this game. But 
not enough. Parts of the course resemble an oil slick, 
which is perhaps intended to be an oblique eco-state- 
ment on the Great White Shark (Greg Norman) 
whose name bestrides this title. Avoid. 


PGA Tour Golf for Windows 

£34.99 EA Sports * 0753 549442 

Disastrous and pointless attempt at a Windows 
conversion that affords no sort of windowing 
facilities whatsoever. You can't even resize the 
main screen! It's enough to make Windows own¬ 
ers learn how to use DOS. 


PCF Rating 58% 


PCF Rating 48% 


PCF Rating 50% 
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Golf games round-up 


PGA Tour Golf 
Plus Edition 


£14.99 The Hit Squad * 0161 832 6633 



Hey nice slacks, mate. Obviously you're a 
a pair of jeans that are almost uncannily si 

DESPITE BEING RELATIVELY 
bereft of features, PGA Golf was 
always regarded as tops when it came 
to gameplay. Only four courses were 
included in the original but this has 
now been bolstered to eight in this 
new budget edition. The graphics, 
frankly, are not that great but this is 
more than made up for by the realism 
in other areas. The shots have just the 
right feel to them and the auto reverse 
angle viewpoint is just the ticket. 


in of refined taste. Actually, James has 
liar. 

But the highlight of the game 
has to be the PGA tournament struc¬ 
ture. In this, you compete to try and 
make the cut against all the other 
PGA golfers. And the fact that the 
game records how much money you 
(and the others) win, gives it lasting 
competitive value. 

Minimum system: 512K; CGA; XT and a 
hard disk Optional extras: AdLib; mouse 

PCF Rating 74% 


PGA Tour Golf 486 

£39.99 EA Sports « 01753 549442 


ELECTRONIC ARTS REALLY ARE 
the kings of sport, computer stylee. 
From football to golf they've got it 
licked. Here they build on a classic 
title in a mostly sensible manner, 
improving only the things that 
need improving rather than adding 
mindless multimedia gimmicks. 
This means that the graphics, in 
SVGA, are now top-notch, and they 
don't take a mini-lifetime to 
redraw, either. 

Unfortunately only two courses 
are included, half that in the origi¬ 
nal title, while the number of 
competing PGA golfers has been 
slashed to nine. Considering the 
tournament-based nature of this 



Digitised video clips ahoy. Well, it’s on 
CD-ROM so why not, eh? 

game this is not really enough. Cue 
lots of course disks. 

Minimum system: 4Mb; SVGA; 486; hard 
disk; CD-ROM drive; mouse 
Sound Blaster required for speech 

PCF Rating 80% 



Microsoft Golf 


£40 Microsoft ® 0734 270000 


ESSENTIALLY THIS IS LINKS FOR 
Windows, so make sure you have a 
powerful system, preferably with a 
Windows accelerator, before consid¬ 
ering a purchase. Having said that, 
this is slightly superior to Links, but 
obviously not worth buying if you 
have the DOS version. The window¬ 


ing system is okay, serving to 
improve on what is a lacklustre 
game. Still only one course, though. 

Minimum system: 640K; VGA; 386; hard 
disk; mouse; Windows 3 Optional extras: 
AdLib; Sound Blaster and Roland-compatible 

PCF Rating 52% 



This is Links 


and, as such, 
the screen 
redraw time 
is even 
longer than 
the DOS ver¬ 
sion. This we 
don’t need. 


Microsoft Golf 
Multimedia 

E l fi|4j(tM £40 Microsoft 
EIIIIIUII ® 01734 270000 


YOU BOUGHT LEADER BOARD, 
you bought Links, you bought Links for 
Windows (Microsoft Golf). And now, 
just as you thought it was safe to go 
back to the software shop, along 
comes Links Multimedia, to give it its 
official title. How big a wad do these 
guys think you've got? But rest easy. 
A few bits of video footage do not a 
new game make, so save your dosh. 
Microsoft could have done much bet¬ 
ter with this given its resources, but 
perhaps the answer for the relative 
paucity of the effort lies in the fact that 
this is really someone else's game and 
not of its own origination. 


Minimum system: 2Mb; VGA; 386; hard 
disk; CD-ROM drive; Sound Blaster; mouse; 
Windows 3 or higher 

PCF Rating 53% 



Microsoft go multimedia and slap on 
some Video for Windows sequences. 
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David 

Leadbetter’s Golf 

£39.99 MicroProse ® 01454 326532 



The instant screen redraw makes for enhanced playability - even a 386SX is fast 
enough to keep the game moving along at: 


EASILY THE MOST COMPREHEN- 
sive golf game in terms of features, 
David Leadbetter's Golf offers six courses 
and a huge range of game modes, 
ranging from stroke-play tournaments 
to head-to-head match-play over a 
modem. You can even play to handi¬ 
cap. And while you're trying to reduce 
it, David Leadbetter pops up for a 
friendly bit of advice. 

The much-vaunted 3D camera 
angles conspire to make you dizzy - 
but it does give the game a 'just like 
watching it on the telly' feel. There are 


a wide selection of views to follow the 
ball's progress towards the green and 
these help give you a sense of exactly 
where you are on the course. 

The game is currently available 
as part of the MicroProse Sports 
Edition CD-ROM for a trifling £29.99. 
You'll save yourself a tenner and get 
Formula One Grand Prix into the bar¬ 
gain. And that can't be bad. 

Minimum system: 2Mb; VGA; 386; hard 
disk (14Mb) Optional extras: AdUb; Sound 
Blaster; Roland; joystick; mouse 

PCF Rating 80% 


Nick Faldo’s 

Championship Golf 

£39.99 Grandslam ® 0181 680 7044 


WHEN IT COMES TO GOLF 
games, the Yanks definitely have the 
drop on us. UK-designed games just 
never seem to have the feel, prefer¬ 
ring to concentrate on effects rather 
than gameplay. The Faldo game is no 
exception. The control system is fun¬ 
damentally flawed. Hooks and slices 
are far too common and the ball 
rarely travels as far as it should do. 


Grandslam are considering a sequel 
to the game, but unless they get rid 
of such serious flaws, they might as 
well give up now. And that Nick is 
such a nice man. What a shame he's 
put his name to a turkey such as this. 
Minimum system: 640K; VGA; 286; hard 
disk Optional extras: AdUb; Sound Blaster; 
Roland; mouse 

PCF Rating 39% 



The beautiful Gouraud shading can’t help disguise the awful gameplay. 



International 
Open Golf 
Championship 

£34.99 Ocean « 0161 832 6633 


YET ANOTHER LAMENTABLE UK 
golf game, which was withdrawn 
within weeks of its release, or 



Ugly polygon graphics, more menus 
than you know what to do with... Ugh. 


should that be escape? Amazingly 
Ocean used the same game engine 
for their subsequent Ryder Cup 
game (another dog, and one 
which sank without trace). If you 
aspire to posterity, or indeed 
anything other than being labelled 
a prat, it is better this game is not 
found in your collection. 

Minimum system: 640K; VGA; 286; hard 
disk Optional extras: AdUb; Sound Blaster; 
Roland; mouse 

PCF Rating 37% 


Wilson Golf 


£29.99 GameTek * 01753 553445 


A MODEST GAME, BUT AT A 
none too modest price. The graph¬ 
ics are better than PGA but that's 
just about the only aspect in which 
the game betters its competitors. 
Given the proliferation of budget 
titles now available, it is 


hard to think of a reason for buy¬ 
ing this game. 

Minimum system: 640K; VGA; 286; hard 
disk Optional extras: AdUb; Sound Blaster; 
Roland; mouse 

PCF Rating 41% 
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IndyCar Racing reviewed 


IndyCar Racing 

£44.99 Papyrus/ VIE ® 0181 960 2255 

Screeching along at 130mph in third gear, James Binns 
explores the beauty of hire cars and IndyCar Racing. 

TV I 



othing accelerates like a 
hire car. Live by that motto 
and you'll never go far 
wrong. Ah, the joyful smell of a 
burning clutch, the soothing sounds 
of a screeching tyre, the rugged indi¬ 
viduality of a crunched suspension. 
And not a care in the world, so long 
as you get it back to the pound by 
6pm. If hire cars are out of the ques¬ 
tion however, and they do check 
your licence and insurance history 
these days, then IndyCar is the best 
alternative experience. And a con¬ 
siderably moving experience at that. 

Nigel Mansell was IndyCar's 
big break. Not the other way 
round. The moment he sold out on 


the William's team and hotfooted it 
across the Atlantic, the sport sud¬ 
denly took on a new credibility. 
Who cared if it was just a buncha 
guys going around and around in a 
concrete oval circle? This was real 
entertainment. Essentially for rac¬ 
ing fans entertainment means 
dodgy overtaking manoeuvres and 
bone-crunching crashes. Like the 
actual sport. Papyrus' outstanding 
racer delivers both of these in 
huge quantities. 

Lame duck 

In a racing game, there are two 
things you have to get right. The 
control mechanism and the graphics 


engine (sorry). First up the controls. 
Indy's cars handle brilliantly: they're 
fast, smooth and dare we say very 
'hire car' in their acceleration rates. 
As for realism, you can customise 
your car to outrageous degrees, with 
real implications for how the car 
handles. Stuck with a lame duck? 
Change the engine. Need more 
acceleration? Change the gear ratios. 
Handling a bit tricky? Change the 
tyres. The attention to detail is 
tremendous, with little touches - 
when you take on more fuel in a pit 
stop, for example, 
your car handles 
very differently 
because it's much 

As for the 
graphics engine 
(sorry, again) we 
can promise 
absolute satisfac¬ 
tion. There's the 
road - a texture- 
mapped, tyre- 
streaked blur, 
roaring beneath 
the wheels of your motor as you 
thrash around the track. It's a rush 
(sorry, for the last time). There's 
plenty of detailing around the track 
too, with crowds, billboards and the 
like. The cars are realistic enough, 
plastered with adverts and cleverly 
designed to move quickly even on a 
lower spec 386. 

We know what you're think¬ 
ing. Yeh, well the graphics should 



Early in the race, the cars are bunched 
up. It’s crash-city out there. 


be good, since all you need to draw 
is a thousand miles'-worth of left 
turns on a concrete track. Be still, 
stirring cynics, for those decent 
folk at Papyrus have included 
eight tracks to fool around with, 
three of which are out in the open 
with more complex layouts, and 
even hairpins and 
chicanes to catch 
out even the most 
skillful IndyCar 
merchant. 

As if all that 
wasn't enough 
there's the most 
sophisticated 
replay feature 
you could wish 
for, enabling 
repeat watching 
of the action from 
countless viewing 
points with all the usual fast-for¬ 
wards and rewinds to any point in 
the entire race. Bore your friends 
for hours with your racing 
exploits... 

IndyCar came out in January '94 
and is still the best racer for your 
PC. The Papyrus team are set to 
release Nascar Racing for '95, but 
until then, IndyCar rules, and VIE 
have even released some bonus 
tracks to fool around on. To gloat 
in quite unattractive fashion, 
IndyCar gobs flat champagne over 
the competition. <2> 

IndyCar Racing 

Minimum system: 4Mb; VGA; 25MHz 386; 
hard disk (10Mb) 

Optional extras: Sound Blaster; Roland; joy¬ 
stick 

For: High-octane atmosphere • 
Super-fast and smooth graphics • 
Loads of customisation features 
Against: Erm, Nascar's coming 
soon? 



The billboards even have paid advertising on them. 



As for realism, you 
can customise your 
car to outrageous 
degrees, with real 
implications for how 
the car handles 
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A pit-stop. Careful with 


PCF Rating 88% 















Formula One Grand Prix and Indianapolis 500 reviewed 






i 


Formula One 
Grand Prix n 



£19.99 Action 16 * 01276 684959 


NO SPORT IS AS GLAMOROUS AS 
Formula One racing. Except, perhaps, 
synchronised swimming, though that 
has to resort to make-up and careful 
hair-styling in the absence of roaring 
engines, squealing rubber and speeds 
in excess of 200mph. And no game has 


Practice your quasi-le 


managed to capture the essence of 
Formula One more accurately than 
MicroProse's Formula One Grand Prix. 

It came out about two years ago, 
and its straightforward polygon 
graphics look dated next to the latest 
texture-mapped rivals. But it does 


You can preview the tracks on these 
gnarly isometric views. 


have the advantage of running at quite 
breathtaking speeds on even relatively 
humble PCs. And underneath is an 
excellent combination of authenticity 
and accessibility that makes it easy to 
get into, while it remains challenging 
in the long term thanks to loads of 
options and things you can fiddle 
about with. 


Replays allow you to view the action 
from all sorts of angles. 


FIGP gives you 16 circuits to race 
around, all accurately recreated from 
real-life Grand Prix tracks, with all the 
trees, bridges, tunnels and buildings 
where they should be. It also goes into 
great detail with the car's handling, 
and accelerates and steers realistically. 
On the other hand, most of the con¬ 
trols can be switched to automatic if 
you're scared to begin with, and you 
can call up a 'racing line' on the road 
which shows you where to steer. 

Best of all is the way all this real¬ 
ism is turned into an exhilarating sense 
of speed and danger out on the track. 
Completing an entire race really is 
exhausting - but great fun. 

Minimum system: I Mb: VGA 266: hard disk 
(6.3Mb) Optional extras: AdLib; Sound Blaster, 
Roland; mouse; joystick 

PCF Rating 86% 



Indianapolis 500: 



The crowd go beserk at 


loads of set-up options 
to tinker with, enabling 
you to alter the angles 
of all your car's aero¬ 
foils, the tyre pressures, 
the gear ratios and all 
sorts of things, until 
you find the absolute optimum for 


Simulation 


okay so maybe they don’t. 

THE THING ABOUT THE 
Indianapolis 500, of course, is that it's 
just an oval shape, and the cars drive 
round and round without having to 
worry too much about steering or any¬ 
thing. They even have the wheels on 
the right side slightly bigger than the 
wheels on the left, because they only 
ever go round left-hand bends. This is 
clearly going to lead to a dull game. 

Or, at least, it would if Indy 500 
wasn't so great. First of all, it gives you 


going round those left-hand bends. 
This in itself is surprisingly absorbing, 
especially as you've then got four dif¬ 
ferent cars to play about with. 

Then there's the speed at which its 
simple, polygon graphics come rush¬ 
ing towards you. They don't look 
much, but they do the job of scaring 
the wits out of you quite admirably. 

And then, most importantly of all, 
is the option to turn the collision detec- 


Squad ® 0161 832 3388 

tion off. You can then engineer the 
most incredible pile-ups, by suddenly 
jerking the wheel over to one side 
when you're right next to another car, 
or by deliberately parking your car just 
out of sight on particularly dangerous 
comers, or, best of all, by driving 


round the track in the wrong direction 
and watching all the other cars trying 
to evade you. The resultant showers of 
polygons are most gratifying. 

Minimum system: 640K; CGA XT Optional 
extras: AdLib; Sound Blaster Roland; joystick 

PCF Rating 71% 
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MegaRace and Cyclemania reviewed 


MegaRace 

£39.99 Mindscape « 01444 246333 


THE FRENCH, EH? AND CD-ROM, 
as well. Combine the two and any¬ 
thing can happen - as, indeed, it did 
with MegaRace. This truly is an 
incredibly odd racing game, send¬ 
ing you zooming along winding, 
looping, rollercoaster-style roads 


that defy even the most obscure 
laws of physics. 

This is achieved by reading a 
series of pre-rendered tracks off the 
CD - all the clever technical stuff 
already having taken place at Cryo's 
headquarters in deepest France. And 

The tracks might 
be simply pre¬ 
rendered affairs, 
but they’re also 
incredibly atmos¬ 
pheric helping to 
transform what 
might have been 
an average rac¬ 
ing game into a 
gripping and, at 
times, intense 


the results really are beautiful. You 
drive through strange alien cities, 
unpleasant intestine-type things, 
and even an asteroid belt. Your 
stomach chums as you crest hills 
and see the road dropping away for 
miles beneath you, with further spi¬ 
rals and loops visible in the distance. 

Perhaps inevitably though the 
actual game has something of a 
tacked-on-top air about it. The cars 
aren't terribly well integrated with 
the tracks, and aren't particularly 
realistically animated either, looking 
more like toys than sinister futuristic 
vehicles of death. And the bashing- 
the-other-cars-off-the-track stuff 
becomes tiresome after a while. 

Viewed as an overall experience 
though, MegaRace is great. Its 
spooky atmosphere is helped con¬ 
siderably by a weird TV game show 
setting, with a presenter called 
Lance Boyle who commentates wit¬ 
tily via lots of video footage. For 



Cyclemania 

£39.99 Accolade * 0181 788 0200 



MOTORBIKES ARE, OF COURSE, 
to be frowned upon by all upstand¬ 
ing citizens. They zoom past 
queues of traffic on the wrong side 


of the road, ignoring all the 
Highway Code's references to 
speed limits and white lines, and 
their riders then have the audacity 


BMWs are safer than motorbikes, as nine out of ten casualty i 
testify. So today’s top tip is to overtake with caution. 


to complain when they get 
knocked off. Tch. 

No, motorbikes should be con¬ 
fined to the racetrack, something 
which Cyclemania perfectly illus¬ 
trates. You ride the motorbikes, 
hairing at ridiculous speeds along 
the public highway and colliding 
with oncoming traffic at regular 
intervals. Curiously, though, when 
you do so, the view cuts from the 
attractive, pre-rendered, pulled-off- 
CD road to some crap video 
footage of a motorbike crashing on 
a racetrack, which looks rather 
silly. The other odd thing is that 
although you're driving along real 
roads and you never turn off any¬ 
where, you end up back where you 
started. How can this be? It's 
frightening. Imagine if it started 
happening in real life. 

There are six bikes to choose from 
and a variety of ways of racing, from 
single races to full championships. It's 
hardly up there with IndyCar Racing or 



The cut-aways in MegaRace are just 
brilliant. They’d have to be though. 



A selection of ruff and tuff vehicles 
await you. Rock hard! 


serious racing action, get a serious 
racing game like FI. For something a 
bit different though, a bit weirder, 
this is just the ticket. 


Minimum system: 4Mb; VGA; 386; CD- 
ROM drive; hard disk (300K) Optional 
extras: AdLib; Sound Blaster; Roland; joy¬ 
stick; mouse 

PCF Rating 74% 




Surely a solid yellow helmet would 
hinder the rider’s ability? 

anything, and suffers from the usual 
looks a bit odd' problems you get 
when you try to stick vehicles on top 
of moving CD-ROM images, but it's 
diverting enough. <2& 

Minimum system: 4Mb; SVGA; 386; hard 
disk; CD-ROM drive 

Optional extras: Sound Blaster; mouse 

PCF Rating 70% 


OUT OF: 














Racing games round-up 


Lotus: 


The Ultimate Challenge 

£34.99 Gremlin ® 01742 753423 

I COMPARED TO, SAY, INDYCAR 
Racing, Lotus is in another world alto¬ 
gether. It's a world of sprites, rather 
than polygons; of a road that seems to 
scroll at the same speed whether 
you're driving at 2mph or 200; and of 
holding down the accelerator pretty 
much the whole time and hoping the 
road goes straight again before your 
car slides to the edge of the bend. 

There's a split-screen two- 
player mode, so you can take on a chum head-to-head. And there's a course 
designer which is good fun to tinker about with, although it’s unlikely you'll come 
up with anything much better than the courses provided. Dated but entertaining. 
Minimum system: 640K; VGA; 286 Optional extras: AdLib; Sound Blaster; Roland; joystick 

PCF Rating 59% 



CyberRace 

£44.99 Cyberdreams ® 0171 328 3267 

THIS ONE AIMS TO IMMERSE YOU 
in a sinister cyberfuture, where the 
war between the Terran and 
Kaladasian empires has switched 
from the battlefields to the racetrack, 
to save money or something. A crap 
plot entails, which doesn't actually 
change whether you win or lose races, 
and in which characters mysteriously 
come Kick to life after you've killed 
them during races. But plots aren’t 
everything, making it all the more of a shame that technically CyberRace isn't up to 
scratch, either. Even on a top-end PC the graphics move slowly. 



PCF Rating 64% 


Micro Machines Grand Prix Circuit 



£29.99 CodeMasters « 01926 814132 

BIT OF A SHAME, THIS ONE. ITS A 
simple, overhead-viewed racing game 
that's based on the eponymous tiny toy 
cars, so all the obstacles you race 
around are seemingly giant-sized. You 
zoom around all the rooms of the 
house, avoiding huge cornflake pack¬ 
ets and blobs of oil, and it's got a 
two-player option which is always 
good fun. When it was released on the 
consoles. Micro Machines won acco¬ 
lades for placing gameplay above technical finesse, and everyone loved it. 

On the PC, though, it doesn't quite pull it off. The scrolling's all jerky, and 
everything happens in a small box in the middle of the screen for some reason. 
Minimum system: 1 Mb; VGA; 386; hard disk (1 Mb) Optional extras: Sound Blaster; AdLib 

PCF Rating 62% 

Network Q RAC 
Rally 


£12.99 The Hit Squad « 0161 832 6633 


m. 

FINIS H*"".. 

Mm mA 



£19.99 Europress 
r 01625 859333 



RALLY GAMES ARE FEW AND 
far between, and one reason for that 
has to be that when you're in a rally 
you're always racing against the 
clock, rather than other cars. This 
inevitably translates into slightly dull 
games, and Network Q is no excep¬ 
tion. Your car seems to float around, 
rather than scrabbling for traction in 
the dust. You'd be better off getting a 
proper racing game like IndyCar. 



\ 


PCF Rating 55% 


NOT EVERYONE'S GOT A 
monster PC. There are some who 
can only dream of playing IndyCar 
Racing, even with the detail turned 
right down. For them, games like 
Grand Prix Circuit are lurking in the 
murky depths of the back catalogue. 

It doesn't look like much - 
Atari's ancient Pole Position coin-op 
would probably be the nearest 
approximation - and it sounds terri¬ 
ble, but it's actually good fun. You can drive a Ferrari, a Williams-Renault or a 
McLaren Honda (which'U give Formula One buffs some idea of how dated it 
is) and there are only eight circuits - half the number of F1GP. 

Minimum system: 512K; CGA; XT Optional extras: joystick 

PCF Rating 56% __ 

Hard Drivin’ 2 

£12.99 The Hit Squad * 0161 832 6633 

HARD DRIVIN' WAS INCREDIBLE 
when it first appeared in the arcades. 
You sat inside this huge machine, with, 
like, a real steering wheel and pedals, 
and drove around just like in a real car 
with 3D graphics and everything. That 
was a long time ago, and modem PCs 
could probably run Hard Drivin' in a 
small window in the comer of the 
screen while simultaneously doing 
some complicated rendering or some¬ 
thing. The PC version of Hard Drivin' 2 therefore looks a little limp, with its crude 
polygon scenery and awkward controls. You get five stunt tracks to drive around, 
with loops and jumps, and there's a track editor so you can build your own.® 
Minimum system: 640K; EGA; 286 Optional extras: joystick; mouse 

PCF Rating 52% 


Car games pc format gold 95 























Power Up! compo 


Power Up! 



W hen you buy a console, 
you basically get an easy 
ride of it. Everything's 
set up and ready to run, with a joy- 
pad, a soundcard and not a jot of 
difficulty installing anything. l’Cs 
aren't like that. PCs make you 
work for your games... which could 
^explain why they bring you the 
best playing experience around. 
But enough of this format flag- 
waving. We can't help install 
things more easily or ease technol¬ 
ogy traumas, but what we can do is 
provide you with some of the finest 
controllers and sound cards 
around. 

PC FORMAT has joined forces 
with Gravis to give you this out¬ 
standing competition. What with 
this being a games special, and all, 
the competition is games related - 
but what are we actually giving 
away? The lucky winner will get a 
Phoenix joystick, a PC Gamepad, 
and an UltraSound Max soundcard. 
The first four runners up will all 
get the same bundle, except with a 
regular Gravis UltraSound card, 
then the last ten entries will get just 
a PC Gamepad... Not bad for the 
cost of a stamp and a little thought. 
Check out the quiz details on the 
facing page, get your entry in 
quickly and check out subsequent 
editions of PC FORMAT to see if 
you are a winner. <2Z> 


Here at PC FORMAT we've earnt ourselves a bit of a 
reputation. Some see us as the grumpy old men of the 
industry, turning our noses up at almost everything that 
comes our way and casting stones from our unethically 
killed ivory towers at innocent games. The people who 
see us this way are the victims. Others see us as beauti¬ 
fully, enlightened, benevolent beneficiaries casting light 
and happiness across the land by giving their products 
high marks. This is a short term emotion felt by a soft¬ 
ware publisher when we’ve been nice to one of their 
games. None of that matters much to us. All that’s really 
important is that you, the reader (so long as you don't 
belong to either of the former two groups) trust us for 
buying advice of the very highest quality. We don’t kow¬ 


tow to the softies, we fear no one, we tell it like it is... we 
are hideously unpopular, but we do it all for you. 

Erm. Perhaps we should now talk about the compe¬ 
tition. Most other mags dish out 90% marks willy nilly, 
but at PC FORMAT we take 50% as a strict average. To 
get the coveted Gold award, a product has to be really 
special. What we want you to do is check through the 
magazine and find exactly how many Gold awards we've 
awarded in our history... It ain’t many, but we meant 
them all, right from the bottoms of our black little hearts. 
So how many Golds was it then, eh? Scrawl your entry 
on a post card or stuck down envelope, with your 
address, and send it into: Golden Years, PC FORMAT, 
29 Monmouth Street, Bath, BA1 2DL 
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Power Up! compo 


Give your PC a supercharge with this top 
gaming accessory giveaway, courtesy of 
Gravis. It’s all you need to transport you to 
gamesplaying nirvana (well, apart from the 
necessary games and a £1000 PC, that is). 



exams, go to college, pass more 
I a beautiful woman, get a great 
to old ladies crossing the road, 
wer our simple question and we 
might consider giving it to you. 


ULTRASOUND 



We're giving away some tasty pieces of PC kit. 
Here's the full rundown. 



Phoenix 

Normally sells tor El 19 

The Gravis Phoenix bills itself as a Right and Weapons 
Control System, and has some 24 programmable 
buttons, giving immediate access to 46 command 
functions. There's also a full analog joystick port and 
a programmable throttle and rudder control unit. 



PC Gamepad 

Normally sells for £24.99 
The PC Gamepad's design feels a tot like the con¬ 
trollers you get with a console. Featuring four recessed 
fire buttons with the digital directional control pad on 
the left, this nifty pad also includes a rapid fire and a 
switch for left or right handed operation. 



Gravis UltraSound 

Normally sells for £175 

The MIDI quality of this card is good enough to rival 
even dedicated cards, with some 8Mb of MIDI 
patches to store on your hard drive. The card offers 
three-dimensional sound with a brilliant sound clarity. 



Gravis UltraSound Max 

Normally sells for £235 

This updated card features an extra 256K of RAM 
as standard, plus some extra software. The card 
can now handle Roland emulation, plus a form of 
emulation for Sound Blaster wave effects. 

For further information on Advanced Gravis products, 
call Zye Technology on » 01293 538666. 



3 
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Strike Commander CD reviewed 

PC FORMAT Gold Award 
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Super Strike 
Commander 

£49.99 Electronic Arts ® 01753 549442 

“A rollicking rock hard flight sim,” was how we 
originally described this game in June 1993 and 
y’know what? It’s still one of the best there is. 


T here are a couple of games 
that you're going to hear a 
lot about if you own a PC. 
Doom's one, obviously, and the 
other's Strike Commander which, 
when it came out, caused about as 
much excitement as it's ever possible 
for a flight sim to cause. 

The main cause of all this excite¬ 
ment was that you played through 
the game as if it were a film, choosing 
your missions sometimes, being allo¬ 
cated missions other times, and 
always playing the part of a charac¬ 
ter. The flying bits were strung 
together with little graphic sequences 
which explained the plot (you're part 
of a fighter pilot for hire mercenary 
outfit operating out of Turkey) and 
your motivation (you kill people for 
money) as you went along. 

With hindsight, perhaps all this 
praise for the game's filmic qualities 
was misplaced. After all, this isn't 
just some ho-hum game souped up 
with a few extra between game 


screens, it's a star of a game in its 
own right. Okay, so the story 
sequences are nice and everything, 
but you might have a problem with 
this kind of spoon-fed atmosphere in 
games and would 
much prefer to be 
given an atmos¬ 
pheric scenario and 
left to imagine 
yourself into it. 

Pictures of hunky 
blokes with square 
jaws and babe 
pilots really should 
not come into it. 

The CD version 
of the game's a par¬ 
ticularly excellent 
buy because EA 
have really used up 
all that silvery storage space. The 
original game took up 53Mb of hard 
disk space, yet with the CD version 
it's all taken up in 8Mb and an ele¬ 
gant slice of plastic. 


Fancy saving the world? 

The original game featured twenty- 
odd missions involving stealing 
state-of-the -art weaponry, killing evil 
bad guys and generally saving the 

world, and they 
are all here in the 
graphically won¬ 
derful glory. You 
still get to blast 
planes and bomb 
things, but with 
this version, 

there's far more. 

The Speech 
Accessory Pack 

another 20 quid, 
but it's included 
with the CD ver¬ 
sion for free, 
pepping up the missions with hilari¬ 
ous (allegedly) radio banter and 

gung-ho pep talks in between mis¬ 
sions and, if that's not enough, there's 

the Tactical Operations data disk 



The storyline helps hold the game together 
and gives everything a sense of purpose. 



Even after all this time, Strike Commander 
is still one of the PC’s premier flight sims. 


bunged in as well. This gives you 
new planes (B4 bomber, F4 Phantom 
and FI 17 stealth fighter) plus another 
24 rock hard missions that make the 
first lot look a tad wussy. So, for your 
fifty quid, you're effectively getting 
nearly a hundred quid's worth of all¬ 
singing, all-dancing, modem 
rock-and-rolling major league 
shooty air combat action. And that, 
as they say, has to be a good idea. 

Super Strike Commander 

Minimum system: 4Mb: VGA; 486; hard 
disk (8Mb); CD-ROM 
Optional extras: AdLib; Sound Blaster; 
Roland; joystick; SB-compatible card needed 
for speech 

For: Spectacular missions • 
Awesome graphics • Excellent sound 
effects • And loads of all the above 
Against: Slightly cliched, annoying 
characterisation 
PCF Rating 92% 


This isn’t just some 
ho-hum game 
souped up with a 
few extra between 
game screens, it’s a 
star of a game in its 
own right 
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Dawn Patrol reviewed 



show's catchphrase went. 




That magnificent man in his flying machine, James 
Binns, takes a spin through the skies in Rowan 
Software’s latest flight combat simulator. 


W ay back in the days of 
World War I, planes were 
far from plain. Enormous 
pimp custom jobs like the Fokker 
Triplane strutted around in their 
purple livery, flown by gentlemen 
who challenged 
other gentlemen to 
deadly cat-and- 
mouse dogfighting 
in the sky. The sin¬ 
gle-wings were 
equally bizarre - 
their gimmick 
being the way the 
wings ripped off 
when you flew too 
fast. You would 
expect any game 
based in these mad, bad days to cap¬ 
ture the spirit, colours and bravado 
of the era. Dawn Patrol manages to 
capture it all... and runs with it. 

The second game to use Rowan 
Software's new graphics engine (the 
first outing was Overlord on page 
42), Dawn Patrol is wonderful to look 


at and play. On loading it up, you're 
presented with the pages of a book. 
Browse through them and you find 
daring tales of classic combats. For 
example, while flying home from a 
party, drunk, Baron Von 

Whotsisname is 
ambushed by 25 
plucky pilots 
who end his 
dashing career, 
but not before 
he's taken out 
seven of their 
number. That 
sort of thing. 

Graphic seq¬ 
uences of the 
various engage¬ 
ments play out for your enjoyment 

and if you fancy taking part in that 
particular event you can jump 
straight into the action. No way- 
points or flying between locations - 
you're right there, and they're 
instantly on you. Although this 
gives the game a disjointed 


Chucking these 
highly manoeuvrable 
cabbage crates 
around the sky is 
great tun 


episodic feel, the point is that any 
kind of campaign would take 
bloody ages because these planes 
fly so slowly. There's also the fact 
that the average pilot's life 
expectancy is so short that a cam¬ 
paign would only end in tears. 


Minimum system: 4Mb; VGA; 386; mouse 
Optional extras: AdLib; Sound Blaster; 
Roland; joystick 

For: Lush, detailed graphics • 
Exciting missions • High degree of 
realism • Straight into the action 
Against: You might find the single 
mission structure splinters the flow of 
the game 


PCF Rating 89% 


Things are looking up 

The planes in Dawn Patrol have been 
drawn in 3D Studio, using original 
blueprints which have 
then been transferred 
over to the game 
engine using software 
developed by Rowan. 

This results 
in fantasti¬ 
cally detailed 
planes that can be 
viewed from virtually 
any angle. 

In Dawn Patrol your external 
views are particularly important, 
since when playing out old-style 
dogfights the most important thing 
in life is to know exactly where your 


enemy are, and since this is in the 
days before radar the only way to 
stay around is to look around. Loads 
of external views have been incorpo¬ 
rated into the game, the most helpful 
being the target lock, which moves 
your head within the cockpit while 
keeping the nearest enemy plane in 
the centre of your screen. 

Not having flown a Sopwith 
Camel, it's hard to establish just how 
realistically Dawn Patrol brings 
you the feel of these old 
beauties. One thing 
you can say for 
sure is that 
chucking these 
highly manoeu¬ 
vrable cabbage 
crates around the sky 
is great fun, and the action is hectic 
enough to hold your attention at all 
times. And once you've taken out all 
the enemy planes there's the oppor¬ 
tunity to indulge in a little strafing 
too, over the detailed ground fea¬ 
tures - buildings, trenches, roads 
and, erm, fields... That com was a 
legitimate military target! 

Dawn Patrol is a beautifully 
designed and well-handled romp 
through the skies. The attention to 
detail and the variety of mission 
structures make it one flying circus 
you'd do well to buy a ticket for... 
even if there are no elephants 
around. (Er, sorry? - Dan) <2> 


Dawn Patrol 














Overlord and US Navy Fighters reviewed 

PC FORMAT Gold Award 




Overlord 

£44.99 VIE® 0181 960 2255 


D-Day, hmmm? Cam Winstanley 
dons a natty jacket and wanders 
off in search of the longest month 
that ran up to the Longest Day. 

Or something. 


O verlord is, in my humble 
opinion, the best flight sim 
currently available for the 
PC, or for that matter for any home 
format. People are 
going to disagree 
about it and that's 
just fine. I'm here 
to supply an opin¬ 
ion, and this is it. 

Overlord rules. 

It's so great 
because it's set in 
exactly the right 
period of history 
to be as exciting, 
challenging and 
playable as it can 
be. Any time 
before WWII and 
the technology 
able to be any fun, while after WWII, 
you get into jet planes modelled by 


Your mission is to 
suppress enemy 
activity along the 
Normandy coast. 
This of course is 
military babble for 
blowing things up 

s just too unreli- 


wind tunnels and the kind of tech¬ 
nology that enables you to shoot 
down targets that are just blips on a 
radar screen. 

The closing 
year of WWII, 
however, had it 
just about right for 
game players. The 
planes all looked 
great, the fire¬ 
power meant that 
you had to get 
close for a kill, and 
the roaring, 16- 
cylinder Merlin 
engines provided 
just enough power 
to rocket skywards 
but not enough to 
make the scenery go all blurry when 
you flew over it at a hundred feet. 
Overlord makes the most of it. 


US Navy Fighters 


£44.99 Electronic Arts 
* 01753 549442 

Yee-haw! Hot 
dang and all 
riiiighhhht!!! 
Cam Winstanley 
discovers just 
how annoying 
the armed 
forces of Uncle 
Sam can be. 


F rom the moment you start 
playing EA's US Navy Fighters, 
you're left in no doubt that 
this is a flight sim based around 
Americans. Pseudo rock music 


blasts at you as the credits roll, daz¬ 
zling you with video images of a 
modem aircraft carrier in full effect. 
It's garish, it's impressive, it's brash. 
It just has to be American. 



You can pull up handy windows like this onto the screen, with in-game info like 
navigation on them. This one details the waypoints for navigation. 


Technology's not making it 
easy for programmers to come up 
with convincing contemporary 
flight sims, simply because it takes 
most of the excitement out of it. 
Missile combat isn't much fun, and 
that's the bottom line. Diving and 
banking to out-fly an opponent 
and get them in your gunsights is 
the fun part of combat sims; pour¬ 
ing shells into them until they 
break up is what it's all about. 
Gaining a lock on a target and 
unleashing a missile doesn't match 
up to it, in the same way that 
dropping some flares to shake off 
a missile isn't as satisfying as 
pulling a 7G turn and ending up 
behind a baddy. To compensate 
for this, USNF sticks in a 'No 
Missile' option which makes com¬ 
bat more fun, but also makes it 
feel unconvincing. 

There's a vast array of planes 
available for you to fly, and an 
even bigger range to shoot down. 
The most fun part of the game's the 
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Plane sailing 

Flying either a rocket-firing 
Typhoon, a Spitfire or a bomb¬ 
laden Mustang, your mission is to 
make D-Day a success by suppress¬ 
ing enemy activity along the 
Normandy coast. This of course is 
military babble for blowing things 
up, and the great thing about 
Overlord is that unless you're a 
complete spanner and want to 
spend half your time flying across 
the Channel, that's all you have to 
do. A typical sortie places you and 


your wingmen less than five miles 
from your primary target and lets 
you withdraw at any point, so all 
you're left with is the action. 

Ground targets are anything that 
could help Johnny German's war 
effort, which covers warehouses and 
factories to radar sites, trains and 
coastal batteries. Basically, if it 
moves, shoot it, if it doesn't, bomb it 
anyway. You know it makes sense. If 
it was just up to Hamming ground 
targets. Overlord would just be 
merely great. 



The targets and maps in Overlord are 
all historically accurate. 


Pilot light 

As it is though, you're given some 
of the most graphically detailed, 
canny and skilled computer pilots 
of all time to go up against. In 
VGA it's dreamy, but in SVGA 
mode it looks like you're up 
against prerendered planes. By 
subtly shrinking the screen during 
busy sequences, the programmers 
make sure the game doesn't slow 
down when there's lots happening 
on the screen. Fighter escorts try 
and draw you away from bombers 
while bombers bunch together in 
the hope that their tail gunners 
will take care of you. Air combat's 
improved immeasurably by an 
internal cockpit lock system, 
which places your target dead cen¬ 
tre of the screen and moves your 
cockpit around instead. It's the 


\ 
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mission creation section, where you 
can fill the skies with enemies and 
the ground with targets and then 
plunge in with your wingmen, who 
play a large role in the game. For a 
start, you know they're there 
because everything you do is 
greeted with lots of whoopin' and- 
a-hollerin' over the radio. It's fun 
for a bit, but thankfully you can 
turn it off when it starts to grate. 
Secondly, through a large set of 
command keys, you can order them 
to cover you, attack ground targets 
you don't want to bother with and 
even see off enemy fighter cover. 
It's clever stuff. 

You get to see a lot more of your 
imbecilic wingmen in the campaign 
section, in which a story is presented 
to you through some truly dreadful 
video clips of bad actors spouting 
questionable rhetoric on the value of 


America being the world's only 
super power. This sort of thing we 
can all do without. 

The missions themselves are 
slightly sprawling. Some players 
might like to follow waypoints, 
climb to new altitudes, ditch their 
fuel tanks and then get to shoot 
things, but others may well agree 
that all this navigation stuff's for 
wusses. It's much more fun to 



Welcome to the New-Dolphin Group 
Encounter Therapy session. My name is... 


assume that you've reached your 
target safely and get bang into the 
action rather than spending 20 
minutes as an acting airline pilot. 
There isn't much in the way of 
twisting dogfight action either, 
and most of my kills were lucky 
hits as a plane flashed in front of 
me. Above all, you're never really 
drawn into the game, and despite 
the obvious technical slickness of 



... Moonchild. Feel free to hug each 
other, weep or just primal scream. 



It’s not all work, work, work y’know. 
There are wooden chairs too. 


equivalent of moving your head 
around to keep track of the enemy 
and after a little practice it's sec¬ 
ond nature to be looking off to 
your left but still stay in control 
of the plane. 

Buy this game now. Buy it, even 
if it's the last thing you ever do. 
Right now. ® 

Overlord_ 

Minimum system: 4Mb: VGA; 386: hard 
disk (21Mb) 

Optional extras: AdLib; Sound Blaster; 

Roland; joystick; mouse 

For; Superbly detailed planes • 

Varied missions • Internal lock 
system • Open ended structure 
Against: Rudimentary ground detail 
and buildings _ 

PCF Rating 90% 



Wallop. Eat sea-water you Latin 
American insurgent scum. 


the presentation, you're never 
filled with an urge to have "one 
more go". Oh, and if I ever hear 
the phrase "He's taking multiple 
hits" in some twit American accent 
one more time, someone's going to 
get hurt. 


US Navy Fighters_ 

Minimum system: 4Mb; VGA; 386DX; dou¬ 
ble-speed CD-ROM drive 
Optional extras: AdLib; Sound Blaster; 
Roland; joystick; mouse 
For: Brilliantly atmospheric sound • 
Intense military detail 
Against: More American than Mom's 
applepie • Unacceptable right wing 
stance • Traditional game/ 
mission structure • Cheesy 
video sequences 

PCF Rating 80% 



















1942: The Pacific Air War and Pacific Strike reviewed 


1942: 

Air War 

£44.99 MicroProse ® 01454 326532 



Pacific 


GOOD IDEAS HUH? ALL IT 
takes is someone to have one, and 
every man and their monkey's 
cashing in on it. Look at the battles 
that raged in the Pacific during 
WWII for instance - little did 
Imperial Japan know that their 
decision to bomb Pearl Harbour 
and expand their empire would be 
so shamelessly ripped off by pro¬ 
grammers. 

1942: The Pacific Air War's just 
one of around half a dozen PC 
games based on this little slice of 
history, and it's just about the best. 
Even as a flight sim it manages to 
capture the frantic and brutal nature 
of the conflict without resorting to 
characterisations of commanders 
and fellow combatants. By leaving 


out all these characters, it's just you 
and the missions, and with this 
game, that's enough. 

Technically, this wins over 
Pacific Strike simply because it's 
playable and fast on most 
machines. In game terms you've got 
such a broad sweep of missions and 
options that you'd have to be an 
ardent Origin fan to choose Strike 
over this. 

For a start, you can play either 
the Japanese or the Americans, 
which instantly doubles the appeal. 
And then you can perform combat 
air patrols over your fleet, bombing 
missions on ground and sea targets, 
torpedo enemy ships and even fly 
cover for large bomber formations. 
Each of these is bound to land you 



in the thick of the action without so 
much as a waypoint or map in sight. 

If it's still not quick enough for 
you, you can switch control of 
planes in your formation, which is 
particularly handy for having mul¬ 
tiple attempts at bombing a target, 
or getting you out of trouble fast. If 
you think you're going to die, sim¬ 
ply jump to another plane and let 
your PC try and get out of danger. 

For die-hard WWII heads 


there's even a mission designer 
where you can plonk a whole car¬ 
rier full of planes anywhere in the 
Pacific, making this the front run¬ 
ner in the battle for your bucks. 
Change the course of recent history. 
Buy this game. <3> 

Minimum system: 4Mb; VGA; 386; hard 
disk (9Mb) Optional extras: AdLib; Sound 
Blaster; Roland; joystick 


PCF Rating 88% 




Pacific Strike 

£49.99 Origin/EA « 01753 549442 


FOLLOWING IN THE PATH OF 
Wing Commander and Strike 
Commander, Pacific Strike makes it 
clear that Origin is keen to take the 
PC flight sim crown and, like the 


previous games, there's plenty to 
look at, loads of characters to meet, 
visually impressive link sequences 
and lots of that 'interactive movie' 
stuff that game designers seem 


so keen on, but that are in fact a 
little unnecessary. 

Pacific Strike gives you the role of 
an American pilot during WWII, 
and in the campaign mode you start 
off as a feisty young rookie around 
the time of Pearl Harbour. 
Assuming you can stay alive, your 
guy conveniently pops up in all the 
major bang-shoots of the war, giving 
you the impression that you can win 
the war single-handed. With a little 
help from the US Navy of course. 

The story sequences are a tad 
cheesy and heavy-handed, and even 
get a bit xenophobic at times, but as 
with any flight sim it's the gameplay 
that counts. And what a scorcher it is 
too - provided you have a Pentium. 
The plain fact is that even a 486DX2 
has problems coping with the game on 
maximum graphic detail, which tends 
to suggest that Origin has maybe gone 
over the top a little on the visuals. But 


You’ll need a Pentium-based PC to get 
the most out of this game. 

on a speedy machine bombing runs 
and torpedo attacks on ships are par¬ 
ticularly stunning, with bullets 
splashing the water and torpedo tracks 
visible on dappled blue oceans as you 
watch the attack from rear, target and 
weapon views. The explosions and 
incoming fire are equally fearsome 
and lock you straight into a time of 
epic battles and cool beige chinos. 

The other main failing of the 
game is that enemy planes are too 
smart to be much fun. Johnny Zero's 
a tricky blighter. So much so that 
after about ten minutes of trying to 
pop him, you end up getting bored 
and wishing he'd just go away. One 
for Pentium owners only then. 
Shame, that. <ZE> 

Minimum System: 4MB; VGA; 386; hard disk 
(17.5Mb) Optional Extras: Adlib; Sound 
Blaster; Roland; mouse and joystick 

PCF Rating 84% 






Microsoft Flight Sim and TFX reviewed 


Microsoft Flight 
Simulator 5 

£34 Microsoft ® 01734 270000 


YOU'VE PROBABLY NOTICED A 
couple of things about the flight 
sim section by now, such as how 
we keep banging on about how a 
good flight sim is one where you 
spend the minimum amount of 
time flying and the maximum 
shooting or dropping bombs. Well, 
time to eat our words now, 


because Microsoft Flight Simulator 5 
is all flying about, has absolutely 
nothing to do with shooting, 
and, curiously enough, is also kind 

It's one thing to have to fly to a 
target before you bomb it, but it 
would appear that once the lure of 
weapons is taken away, you don't 


miss them that much. This game's 
all about realism, from correctly 
approaching a busy runway to 
finding out how much turbulence a 
vintage Sopwith Camel can take. 
Building on the solid groundwork 
of the previous four, number five 
adds pretty good graphics and 
quite literally a world of opportu¬ 
nities. Providing you're in 
something like a Learjet, it's quite 
possible to fly across the Atlantic 
and land at an authentic version of 
New York's airport, although 
when all's said and done, it's the 
taking off and landing rather than 
the long haul flights that are fun. 

With turbulence, varying real¬ 
ism factors, take off and landing 
analysis, recording facilities and 
even a glider to have a go on, this 
is a game targeted at people who'd 
seriously love to learn to fly, 
rather than kill-hungry armchair 
jet-jockeys. It's as complex as a 
real plane, and therefore not 



Chill out and take a glide in the peaceful 
Schweizer 2-32 sail plane. 



Check out the patch work quilt effect on 
the fields below. Modem agriculture, eh. 
Or have you been taking too many drugs? 


instantly accessible, but at £34 it's 
half the price of an hour's real fly¬ 
ing, and as a niche marketed 
game, it plugs the gap for PC own¬ 
ers serious about flying. In 
addition, there's also a vast range 
of scenery disks to help you get 
even more out of the simulation. 

Minimum system: 640K; EGA; 386; hard 
disk (14Mb) Optional extras: SVGA; Adlib; 
Sound Blaster; joystick and mouse 

PCF Rating 80% 




TFX 

£44.99 Ocean 
» 0161 832 6633 

Take the commands of the United 
Nations and project power towards 
hostile parties. Suppress ground 
fire. Restrict enemy air movement. 
Or just cut out the modem military 
doublespeak and say what you 
really mean - kill for peace. 

TFX sets you in an intensely 
realistic near-future and almost 
totally grey world where you're in 
control of a Tactical Fighter 
Experiment - a fast-response United 
Nations-sanctioned fighter bomber 
designed to take out targets before 
they become a threat to world peace. 
Former Yugoslavia and Somalia 
make appearances as two hot spots, 
and all the locations are detailed 
enough for you to be able to navi¬ 
gate by toggling between exterior 
views and the map rather than hav¬ 
ing to slavishly follow waypoints. 


It's a game that looks good and 
knows it, with every conceivable 
spinning, sliding and tracking 
external view available: of your 
plane, your target and the bombs. 
The detail's immense, right down 
to your exterior weapon load, but 
the whole game pays for it by 


clunking along on anything less 
than a Pentium, and even then it's 
hardly zipping along. Still, it's big 
enough to put Strike Commander's 
puny 24 missions to shame, and 
complex enough to give you 
months to perfect your flying and 
bust up the forces of darkness in 



We didn’t mention the CD-ROM version 
of TFX in the review. The less said... 



...about its tedious loading times the 
better. Get this one on floppy only. 


today's complex and sullen world. 
Or something. 

Minimum system: 4Mb; VGA; 386SX; hard 
disk (12Mb or 16Mb with swap file) Optional 
extras: AdLib; Sound Blaster; Roland; joy¬ 
stick and mouse 

PCF Rating 82% 














Flight sims round-up 



AV-8B Harrier Assault 


and when you're expected to 
give them supporting fire. 
This ground/air interac¬ 
tion's refreshingly different, 
and adds greatly to the feel 
that you're participating in a 
larger operation. 

Minimum system: 640K; VGA; 
286; hard disk (5Mb) Optional 
extras: AdLib; Sound Blaster; 
Roland: iovstick: mouse 


PCF Rating 89% It may not be the prettiest game around, but it sure is fast. 


£39.99 Domark ® 0181 780 2222 


GOING FOR SIMPLE POLY- 
gon graphics rather than all 
that fancy Gouraud shaded 


stuff's a real boon for AV-8B 
because everything blasts 
across the screen at a vast 
rate of knots on any PC. 
Geared into one of the zippi¬ 
est game engines around is 
one of the most complex 
campaign modes, which 
gives you control of every¬ 
thing from what to load the 
plane up with to what time 
the ground troops move in 


Tornado CD 


Flight Sim Toolkit 


£44.99 Digital Integration ® 01276 684959 


£49.99 Domark « 0181 780 2222 



Windy thrills aplenty in Dl’s Tornado. 

IN YEARS TO COME WHEN THE 
PC is dead and everyone uses 
bizarre floating orbs for entertain¬ 
ment, Tornado will be used as the 


archetypal flight sim of yester¬ 
year. It has all the waypoints, all 
the weapon controls, all the exte- 
views and the same 
ridiculously thick manual as a 
hundred other games, and yet 
manages to do pretty much 
everything entertainingly. The 
result? A realistic flight model, 
convincing yet exciting missions 
and, thanks to the CD, a load of 
annoying soundtracks. If you 
only want one flight sim to play 
forever, get this one. 

Min system: 1 Mb; VGA; 386; mouse; CO-ROM 
Optional extras: AdLib; SB; Roland; joystick 

PCF Rating 84% 



kind of plane to fly across any 
kind of terrain and that's 
painted any colour. Using five 
huge sections, you create 
ground details, your plane, the 
controls, colour and flying 
model of the plane, which 
means it'll be hours before you 
actually fly around anything. 
Truly this is the last word in 
customising a flight sim to fit 
your personal preferences. 


Give free reign to your creative instincts. 

PULLING NO PUNCHES IN THE 
'explaining exactly what this game's 
about' department. Flight Sint 
Toolkit enables you to create any 


Min system: 2Mb; VGA; 386; Windows 
3.1; hard disk (11 Mb); mouse Optional 
extras: Windows-compatible soundcard; 
SVGA; joystick 

PCF Rating 81% 


Comanche CD 


£44.40 Nova Logic/AEL « 01480 477800 



bowled you over with intense, 
almost photorealistic images of 
tanks and ground targets tom 
apart by your helicopter's 
weapons, and then you were at 
the end of the 20 missions. 
Comanche: Over the edge added 40 
new missions and new enemies, 
but meant forking out yet again. 
Thanks to the miracle of CD tech¬ 
nology, you now get the original 
game, Over the Edge, another mis- 


You’ll look at it for hours, but play it for an 

YOU KNOW WHEN YOUR MATE 
goes out with a stunningly attractive 
but tediously dull girl? Well, the origi¬ 
nal Comanche was a bit like that. For as 
long as it lasted (just a few hours) it 


hour, sion disk and ten missions thrown 
in just for luck. 

Min system: 4Mb; VGA; 386; hard disk 
(1Mb); CD-ROM drive Opt extras: AdLib; SB; 
Roland; joystick; mouse 

PCF Rating 79% 


Gunship 2000 

£16.99 Action 16 ^ 01276 684959 

combining primary and sec¬ 
ondary targets, the game 
throws differing problems at 
you, leaving you to solve them 
either on your own or with 
your wingmen. The innovative 
topographical system allows 
for gulleys and valleys as well 
as hills, enabling you to con- 
tour-fly your way to and from 
targets. It's a hard, fast and 
hugely rewarding experience 
that you'll keep coming back 
NOT AS VISUALLY SOPHISTI- to play, 

cated as many other helicopter Minimum system: 640K; VGA; 286 

games, Gunship 2000 excels in the Optional extras: Ad Ub; Sound Blaster; 

, , , , Roland; joystick 

sheer number of hours you 11 

spend playing it. By randomly PCF Rating 78% 



Helicopters - essential for modem combat. 





















Budget flight sims round-up 


Falcon Gold 

£44.99 MicroProse/Spectrum Holobyte 
« 01454 326532 

YOU GET A LOT FOR YOUR 
dosh with this pack, which con¬ 
sists not only of Falcon 3.0, but 
also MiG 29, Hornet: Naval Strike 
Fighter, Operation Fighting Tiger 
and an hour-long video detailing 
the finer points of air combat. The 
simple but stylish polygon graph¬ 
ics mean that it all whizzes along 
and the massive variety of tactics 
and missions add up to literally 
years of modem fighting fun. 

Min system: 2Mb; VGA; 386; hard disk 
(15Mb); CD-ROM drive Optional 
Falcon Gold holds the odd accolade of being e)rtra » : AdLib : S° und Blaster : Roland i 
the heaviest game we’ve ever reviewed in the mouse 

PCF °" ices ' PCF Rating 88% 



Secret Weapons 
ol the Luftwaffe 



£16.99 Kixx « 0121 625 3388 


TENTATIVELY HOLDING ON TO 
the leading edge of jet technology, 
SWOTL is set in the skies of Europe 
circa mid '45, with the Germans throw¬ 
ing everything they've got, including 
experimental jet fighters, against the 
American B-17 bombers and P-51 fight¬ 
ers. Although getting on a bit now the 
game's still great, and the fact that you 
can fly on either side gives it massive 
scope for long-term play. 


PCF Rating 83% 





LHX Attack Chuck Yeagar’s ; 
Chopper sss’sir Air Combat * 


The best thing about LHX Attack Chopper is the varied 
mission structure. 


WHAT IT LACKS IN 
flashy graphics, LHX more 
than makes up for in value 
for money and imaginative 
mission structure. Four 
choppers and gillions of 
missions keep you going 
for ages, and it's ideal for 
the smaller machines. 
Minimum system: 512K; 
CGA;XT 

Minimum system: AdLib; SB; 
Roland; mouse; joystick 

PCF Rating 81% 


£14.99 The Hit Squad * 0161 832 6633 



FIFTY MISSIONS SPREAD ACROSS 
WWII, Korea and Vietnam, six planes 
and a mix-and-match mission builder to 
pit jets against prop driven fighters - it's a 
dogfight enthusiast's dream. Fast even on 
a 286 and cheaper than a very cheap 
thing, you'd be hard pressed to find a bet¬ 
ter bargain. 

Min system: 640K; CGA; XT 

Optional extras: AdLib; SB; joystick; mouse. 

Takes up 2Mb of hard disk 

PCF Rating 82% 


F29 Retaliator 


£14.99 The Hit Squad « 0161 832 6633 



GETTING THE BLEND BETWEEN 
realism and ease of use just about 
right, the fast running speed makes 
this ideal for 286 and 386 owners. 
Technically and visually compe¬ 
tent, there's little wrong with this 
game, other than the fact that long- 
range radar guided missile wars 
aren't a barrel of laughs. 

Min system: 640K; EGA; 286; Optional 
extras: AdLib; Sound Blaster; Roland; joy¬ 
stick. Takes up 740K of disk space 

PCF Rating 79% 


The Heroes of the 

QC7IH £14 -" The Hit Sc i uad 

UtJ f III « 0161 832 6633 



They may have been heroes, but 
their game is far from heroic. 


SMASHING UP THE DASHED HUN'S THE 
name of the game in this cheap and cheerful 
WWD blaster. The flat green landscape makes 
it a little too easy to inadvertently plough into 
the ground, and the sluggish handling makes 
dogfighting tricky too. This is a less than rosy 
buying prospect. 

Minimum system: 640K; EGA; 386; hard disk 
Optional extras: AdLib; SB; Roland; mouse; joystick 

PCF Rating 70% 
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Combat simulators round-up 



Subwar 2050 


£44.99 MicroProse « 01454 326532 


NOT SO MUCH A SUB GAME AS 
an underwater flight sim. Subwar 
2050 combines the torpedoes and 
subterfuge of submarine combat 
with the fluidity and punchiness of 
air combat, by putting you in a 
futuristic high-speed one-man sub. 
The combination's as stunning as 
the graphics are beautiful, with 


powerful searchlights blasting 
through the murky ocean and mas¬ 
sive surface ships just begging to 
be sunk. Futuristic weapons add to 
the fun too. 

Min system: 2Mb: VGA; 386; hard disk 
(11Mb) Optional extras: AdLib; Sound 
Blaster; Roland; joystick; mouse 

PCF Rating 81% 



Pacific Islands 



Battle Command 

£29.99 Ocean « 0161 832 6633 


DROPPING ANY PRETENCE OF 
reality. Battle Command proves that you 
don't have to be bogged down with 
stats and facts to get seriously strategic. 
You're in the unlikely position of wag¬ 
ing the war from a single supertank, 
cutting a thin and crispy line of devas¬ 
tation through the enemy lines. Thanks 
to brilliant map design and cunning 


missioas based around them, this sort 
of abstract silliness is forgiven as you 
have to plan how to use the terrain and 
negotiate the various rivers, ravines 
and enemy concentrations. 

Min system: G40K; CGA; 286; hard disk 
(.6Mb) Optional extras: AdUb; Sound 
Blaster; mouse; joystick 

PCF Rating 80% 



688 Attack Sub 


£34.99 Empire « 0181 343 7337 


CONTROLLING 16 TANKS IN 
real time sounds impossible, but 
that's exactly what Pacific Islands 
enables you to do. Grouped together 
in four units of four makes the task 
easier, and a neat four-window screen 
means you can see everything that's 
going on at once. Navigation's done 
on map screens while the arcade-wor¬ 


thy combat's handled on impressive if 
occasionally blocky first-person (or 
tank) viewpoint screens. A total buzz 
when you kick those pesky Ruskies 
off the last of the islands. 

Min system: 640K; CGA; 286 Optional 
extras: AdLib; SB; Roland; mouse; joystick. 
Takes up 1 Mb of disk space 

PCF Rating 80% 


£14.99 The Hit Squad 

IT'S LOOKING A BIT DATED 
now, but that can't hide the bril¬ 
liant strategy and cunning of this 
game. Playing either a Russian or 
US submarine commander, you're 
up against everything from silent, 
nuclear powered hunter killer subs 
to helicopters with dipping sonar 
arrays in a modern cat and mouse 


0161 832 6633 

game across the world's oceans. 
Most subsequent sub games have 
taken this format, so why not try 
this before forking out 40 quid on 
a newer game? 

Min system: 512K; CGA; XT Optional 
extras: AdLib. Takes up 2Mb of disk space 

PCF Rating 72% 



Pacific Islands is a game all about suntans, wind-surfing and beach parties. Not! 


Can you sub me to get this budget game? No, because that pun was rubbish. 


















Little Big Adventure reviewed 
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Little Big 
Adventure 

£49.99 Electronic Arts « 01753 549442 

He escaped detection as he 
sneaked out of a high security 
prison. But can Garrick Webster 
escape the evil FunFrock in LBA ? 




The game's intro 

particularly 
stunning. Here’s 
Twinsen atop his 
trusty dragon 
steed. Lovely, eh? 



S ome people refer to Little Big 
Adventure by its initials. It's 
an apt acronym in a way, 
because you could use the same let¬ 
ters to describe its gameplay: lots of 
bloody aggravation! Sorry, but in 
the post -Alone in 
the Dark era, CD- 
ROM adventures 
with difficult con¬ 
trols just don't cut 
it. Which is a 
shame, because the 
frustrating key 
controls and unex¬ 
pected behaviour 
of your character ai 
only flaws in Little Big Adventure. For 
a start, the game has a fantastic, 
imaginative, and pretty damned 
exciting story to it. And it has an 


e just about the 


involving extensive adventure to 
experience - if you can get into it. 

Your character is Twinsen, of 
Twinsun, a planet illuminated by 

two suns. With your fellow 

Twinsunnians you're suffering 
under the repres¬ 
sion of a ruthless 
dictator. Doctor 
FunFrock. If you 
thought 1984's 
Big Brother was 
bad, spare a 
thought for the 
four races of 

FunFrock's police state not only 
monitors their activities, but has the 
power to clone guards and teleport 
them to any location on the planet. 

Suffering under the might of this 


Controlling the little 
guy is like trying to 
tie your shoelaces 
with chopsticks 



omnipresent, overbearing ruler, the 
people of Twinsun look to myths of 
their goddess Sendall for comfort. 

And you, Twinsen, have been hav¬ 
ing prophetic dreams about this 
goddess, for which you are con¬ 
demned to a cutting end. Yep, 
you're gonna be dissected. 

Chopsticks 

Fortunately, Twinsen is 
means, and under your 
trol he can easily escape his 
prison. Well, relatively 
easily compared to some 
of the other things you 
have to do in the game. 

Controlling the little guy is 
like trying to tie you 
shoelaces with chopsticks. 

You get him moving and This is how you’ll feel dialogue's weak. 

he starts jerking around. f* 6 ' e * penenc,n 9 the Little Big Adventure has a 

,,, „ , „ , frustrating control system. , t 

If he walks into a wall, he lot of character driven 



gathering clues, trying to sort out 
the bigger picture. 

Topknots 

Stylistically, Little Big Adventure is 
great. From your character with his 
topknot to the funny fox-men and 
the lavish range of settings you'll 
come across, it all holds together 
well. One minute you're in a steel 
prison, the next in a rubbish heap, 
and later you're visiting peo¬ 
ple's houses or splashing 
around in a sewer. 
Everyone talks in a funny 
voice, and the sounds and 
music are all suitably 
quirky. The inclusion of 
speech is a nice touch, 
although some of the 


bounces off it and loses energy 
points. You do get used to it after a 
while, but with each new challenge 
you face, the control problems 
come back to haunt you, making 
you forget the intrigue of the game. 
Worst of all, when a guard shoots 
you in the back you move help¬ 
lessly backwards towards his gun, 
rather than being blown away from 
it. The moral - if you get shot at 
don't run away. 

As the game unfolds, and you 
start exploring the world . of 
Twinsun, you meet some interesting 
characters. First, you come across 
lab technicians and guards who just 
try to injure or recapture you. Later 
you meet fat elephant-men and ema¬ 
ciated fox-people who give you 
useful advice. You advance through 
the game by doing little tasks and 


by some imaginative thinking. It has 
all the other-worldliness you'd 
expect from a game that opens with 
an intro animation of a goofy little 
guy riding a flying dinohorse. But 
while it has so much to offer, its 
gameplay is too weak for it to rank 
among the better CD-ROM games 
we've seen. <2> 

Little Big Adventure 


486DX2 and local bus 

Minimum system: 4Mb; SVGA; 486; hard 

disk (10Mb); CD-ROM drive 

Optional extras: Sound Blaster; 

General MIDI 

For: Stylish graphics and animation • 
Funny sounds and voices 
Against: Frustrating controls • 
Flawed and unpredictable reactions 

PCF Rating 64% 










Sam and Max Hit the Road reviewed 

PC FORMAT Gold Award jgg) 




Sam and 
the Road 

£42.99 LucasArts/US Gold « 0181 960 2255 

In which Mark Ramshaw dons his 
special pants, says ‘wugga, 
wugga, wugga’ and encounters 
two very odd pet detectives. 


Max Hit 


T here comes a certain point 
where the word 'surreal' just 
fails to adequately describe 
something. Sam and Max loiters 
around that point with devilish 
intent. Even in the most basic terms, 
the story of Sam 
and Max is way out 
there. The protago¬ 
nists of the story 
are private detec¬ 
tives. They are also 
animals: a sarcas¬ 
tic, tough-talking 
dog in a suit, and a 
hyperactive sadis¬ 
tic naked rabbit. 

Well, you'd expect 
a rabbit to be 
wouldn't you? The story itself is as 
loopy as the two main characters, 
concerning the disappearance of 
Bruno the Bigfoot from a freak 
show. Obviously, as is always the 
case in these scenarios, the prime 
suspect is Trixie, the giraffe-necked 
girl. And so it goes, spinning ever 
closer to utter insanity. 

In case you haven't sussed it by 
now, Sam and Max is a LucasArts 


adventure in the vein of Day of the 
Tentacle, which means it looks like a 
cartoon, it sounds like a cartoon (on 
the speech-packed CD version, at 
least), and the scripting is as near as 
dammit as good as that in the best 
cartoons. What's 
really surprising 
about this game 
though, is that 
it's actually fun¬ 
nier than Day 
of the Tentacle. 
The humour is 
sharper, much 

more adult, and 
it strikes home 
with hilarious regularity. 

Given the dreamy nature of the 
script, the actual player interaction 
bit could almost be irrelevant. 
But no, LucasArts has stuck an 
even more improved version of 
its already excellent control inter¬ 
face in there, boshed in a 
multitude of game pathways and 
bizarre things to discover, and 
just generally ensured that the 
whole thing is more playable than 


for many 

sans clothing. 


It’s this demented 
attention to detail 
that makes this the 
best PC game ever, 


And it’s not every day you see one of 
those, unless you live in Peckham. 

lots of very playable things all 
squashed together. 

Utterly pointless 

But it seems those people at 
LucasArts aren't just satisfied with 
doing all that, because they've also 
included six sub-games. Possibly 
even madder than the main game 
itself, these sub-games are in fact 
utterly pointless. But as pointless 
things go, they're pretty entertain¬ 
ing. It's this kind of demented 
attention to detail that makes this 
the best PC game ever, for many. 
What other title could boast a film 


Sorry if that last caption doesn't make 
sense, neither does the game. 

noir black and white mode? What 
other bunch of programmers would 
include an in-built screen saver? And 
who would've expected a game 
crammed with more detail than any 
other LucasArts adventure to actually 
last longer too? It really is almost like 
being a dream, it's hard to believe 
that games this good exist in real life. 

Unless you're dead, you're going 
to find this a near flawless, utterly 
hilarious trip into weird. And you'll go 
so far out there that you'll probably 
eventually loop back round to normal¬ 
ity again. But just what is normal 
anyway? And just how does 
LucasArts manage to pull this kind of 
thing off anyway? The answers to 
these question and more are beyond 
mere mortals like us. <© 

Sam and Max Hit the Road 

Minimum system: 4Mb; VGA; 386SX; hard 
disk (16Mb); mouse 

Optional extras: Sound Blaster; Roland 

For: The funniest computer game 
ever. Fact • Fantastic graphics and 
near-flawless animation • Superb 
speech on the CD version 
Against: It doesn’t last forever 


! harmless fun with rats. 


PCF Rating 93% 









Ecstatica reviewed 
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Ecstatica 

£44.99 Psygnosis ® 0151 709 5755 

With revolutionary graphics and 
buckets of violence, Ecstatica 
is something of a coup on the 
action-adventure front. 


S omething is amiss in the lit¬ 
tle town of Tirich. It's a 
run-down looking place, 
even by Tenth Century standards, 
and there's not a sane soul around. 

A road weary traveller, you stop 
in the town only to find strange 
beasts, dead monks and scenes of 
death and torture. All these things 
are the living products of the dis¬ 
turbed and enchanted nightmares of 
a young girl - a 
girl too foolish to 
realise that dab¬ 
bling with the 
occult can have 
some nasty side- 
effects. Because 
you're a light of 
goodliness 
trapped in this 
magical, hellishly warped unreality, 
it's up to you to figure out just 
what's going on. You must save this 
cursed North European town in the 
darkest days of its Dark Ages. 

To do this, it's firstly imperative 
that you arm yourself and start inves¬ 
tigating. Ecstatica has remarkably 
involving gameplay and a fantastic 
plot, but it's the constant threat of 
being tortured or killed that deter¬ 
mines your early moves. Lurking 


around nearly every comer is a beast 
with little mercy for boys and girls 
out to play. In fact, within a few min¬ 
utes of starting the game, you find a 
ferocious werewolf who has a strong 
desire to tie you up and beat you. 

Bone-crushingly violent set- 
piece animations figure strongly in 
Ecstatica. And because the game 
employs ellipsoid graphics - rather 
than the angular, polygon variety - 
all movement is a 
treat to watch. 
You can play a 
male or female 
character and 
each has a normal 
walking gait, run¬ 
ning and tiptoe 
modes. However 
you choose to 
move, the motion looks realistic and 
unique and people are shaped like 
people: curved not cornered. 

The setting adds further to the 
uniqueness of the game. Crossing 
early Christian imagery with a 
quirky cartoon style and the twisted 
theme of the game, Ecstatica comes 
up with a delightfully horrible 
atmosphere. Rich, deep colours 
enhance this - the backgrounds also 
having been created using ellipsoids 


Bone-crushingly 
violent set-piece 
animations figure 
strongly in Ecstatica 



This priest is mad, completely stark 
raving. He deserves to be hit. Do It now. 

to give them a sense of three dimen¬ 
sions and texture. 

Skull splitting 

But Ecstatica's graphics and game- 
play, while nearly out of this world, 
are not flawless. Despite the revolu¬ 
tionary animation and illustration 
techniques used things still look 
slightly jagged, and if you're playing 
on a lower spec machine you'll be 
disappointed with the jerkiness of 
the animation, although the access 
time off the CD is nigh-on fluid. As 
far as actually playing the game is 
concerned the fighting gets repeti¬ 
tive, and for long periods seems too 
easy, a chore even. 

However, the sound effects are 
super and tie in with the cartoony 
feel of the animation as well as the 


The ellipsoid graphics are a joy to 
watch and are incredibly flexible. 

horror of what's happening around 
you. Every blow sustained comes 
with a skull splitting resonance. 
Unlike many adventure games, the 
music doesn't get boring, and often 
changes with the scenery. 

Ecstatica, with its 18 rating and 
overdoses of violence, is a great action 
adventurer. A killer of a game. <© 

Ecstatica 

Minimum system: 4Mb; VGA; 386; CD- 
ROM drive 

Optional extras: AdLib; Sound Blaster; 

Gravis; Roland; joystick; mouse 

For: Excellent 3D graphics • Cool 

animation and imagination 

Against: Fighting is too easy • Not 

testing enough 

PCF Rating 87% 



Like Alone in the Dark, the camera angles change to suit the on-screen action. In case you’re wondering, Ecstatica is a very violent game indeed. But cute with it. 










Day of the Tentacle reviewed 

PC FORMAT Gold Award 


They say some days are better 
than others. As Mark Ramshaw 
discovers, days with Tentacles in 
them are definitely the best. 


Have you ever seen a tentacle that 
looked even half as scary as this one? 

Because they capture the spirit of the 
whole thing in a fluid, cartoon 
explosion of, well... stuff. 

Let's not beat around the small 
foliage here. Day of the Te.itacle has it 
all. You know how advertisers use 
words like 'wild', 'wacky” and 'zany' 
only when they're talking about 
something that most definitely is not 
wild, wacky, or zany? Well, this 
game really is. It's just so obvious 
that the designers, artists, musicians 
and programmers had a ball making 
this one - the enthusiasm seeps from 
every comer. And that LucasArts 
control system has never felt more 
intuitive. It looks like a dream, plays 
like a dream, in fact it's just a lovely 


Now It says here on your CV that one of 
you Is fat, one thin. So who’s who? 

dream come true. But what really 
makes this game a champ, a winner, 
an all-round nice guy of a game, is 
that fact that its acronym is DOTT. 
Now isn't that sweet? <2£> 

Day of the Tentacle 

Minimum system: 640K; VGA; 286; hard 
disk (15.3Mb) 

Optional extras: AdLib; Sound Blaster; 
Roland; mouse 

For: Cartoon graphics • Cartoon 
sound • Cartoon humour • It’s an 
interactive cartoon! 

Against: Slightly too short (but only 
because it’s so good while it lasts) 
PCF Rating 91% 


Y 'see, it's like this. It's all a 
matter of planning. 
Planning and experience. 
Okay, it's a matter of planning, 
experience and talent. And when it 
comes to adventure games 
LucasArts have all 
three qualities in 
abundance. And 

For a start 
those cheeky 
Yanks have been 
working on 

graphic adventures 
for over five years 
now, refining their 
ideas, control sys¬ 
tems and present¬ 
ation techniques 
each time. That's the experience bit 
taken care of. 

And then there's the fact that 
they really take their time with a ^ 
game. Buy a LucasArts adven- f 
ture and you feel like you're 
buying something that's been lov¬ 
ingly crafted, not knocked up in a 
few weeks for a quick buck. 

And talent? Well, you just have 
to check out some of the scripting 
and visuals for Day of the Tentacle to 
witness a real flexing of creative 
muscles, in a surreal kind of way. 


carnage, 
with all manner of 
splatstick, surreal 
and corny gags 
crawling out of the 
woodwork... 


With liberal lifts from the Bill & Ted 
movies, Beavis & Butthead, Ren & 
Stimpy and many other mentally- 
challenged slices of everyday life in 
Americana, Day of the Tentacle places 
a trio of apple-pie-eating misfits - 
the computer 
nerd, the thrash 
metal fan, and 
the girl with the 
self-explana¬ 
tory 

of Laverne 


ingly stupid tale 
of time travelling 
and, um, big 
nasty tentacles. 
Er, the title's £ 


a giveaway < 


Increasingly bizarre 

^ The twisted story that results is 
A pure mental carnage, with all 
r)/ manner of splatstick, surreal and 
corny gags crawling out of the 
woodwork, and increasingly bizarre 
situations occurring. Suddenly the 
impossible seems commonplace in 
the land of The Tentacle. But it's 
those graphics that are really going 
to draw people around your PC as 
soon as the game has loaded. 


Day of the Tentacle 


£42.99 LucasArts/US Gold « 0121 625 3388 
















Indiana Jones and Gabriel Knight reviewed 



Gabriel Knight: Sins of 
the Fathers 


£44.99 (£49.99 CD) Sierra * 01734 303322 



THERE'S NO GETTING AWAY 
from the fact that a lot of Sierra's 
adventures have the twee factor set 
to ten, but not so with Gabriel Knight. 
This game has shocks, scares, and 
murder victims aplenty. With its 
eerie New Orleans locations and a 
story based around a series of 


vicious murders, this is an adven¬ 
ture pitched firmly at the 'mature' 
PC games player. And boy does that 
help it stand out from the crowd. 

It's so refreshing when a game 
exceeds expectations, and Gabriel 
Knight does this at practically every 
turn. The way the plot combines 


voodoo, the police, and all manner 
of strange circumstances is mightily 
effective. And, unlike most adven¬ 
ture games, the story unfolds in a 
logical and frighteningly believable 
fashion. You never get the feeling 
that puzzles or obstacles have been 
stuck in there just for the sake of it. 
Everything has, or appears to have, a 
point and a purpose. Even moving 
around is achieved using an unusual 
map system - with new locations 
becoming accessible as information 
is gathered. 

Knight isn't flawless, though. It 
can drag. And the amount of text to 
wade through is pretty damn fright¬ 
ening. But if you have the means, 
check out the CD version. It helps 
you forget about those mountains of 
text, and the voices are a delight - 
Tim Curry and Mark Hamill number 
among the actors used. 


Creepy, spooky, but most definitely 
never kooky, Gabriel Knight proves 
just how unnerving these computer 
game thingies can really be. 

Minimum system: 4Mb. VGA, 386, hard 
disk (17Mb), mouse Optional extras: AdLib, 
Sound Blaster, Roland 

PCF Rating 83% 

(CD 87%) 



You can find all sorts of voodoo tat and 
trinkets in Gabriel Knight. Some of it 
even comes in handy too. 




Indiana Jones and the 
Fate of Atlantis 


£37.99 LucasArts/US Gold « 0121 625 3388 


JUST IN CASE YOU THINK YOU 
might have missed some major cine¬ 
matic event, this game isn't actually 
based on an Indy film. Rather it takes 
its inspiration from a script that was 
turned into an Indiana Jones comic 
book. So now you know. 

And so to the game. What can 
we say? It's one of the foxy little 


LucasArts numbers - post Monkey 
Island, pre Sam and Max. What this 
means is that it's a point-and-click 
graphical adventure. And that it's 
destined to get a final rating around 
the 80 per cent mark. 

Graphically Indy's pretty neat, 
without ever rising to the level of 
high art. And the scripting is as tight 


as a pair of tights, 
without ever really 
soaring to the dizzy 
heights of the latest 
titles in the 
LucasArts fold. 

It's hard to 
define what pre¬ 
vents Indy from whipcrackaway. Ir 
matching up to 
LucasArts newies, but it's got some¬ 
thing to do with the fact that this 
feels just slightly too old school, too 
computer gamey. Their new stuff is 
much more interactive cartoon than 
jazzed-up adventure formula, and 
has more of a seamless feel. 

But what does raise this game 
above most of the crowd is - yes! - 
old Indiana Jones himself. Let's face 
it, he's such a charismatic geezer. 


y comes equipped with his trusty bullwhip. 

He's a Twentieth Century icon, for 
gawdsakes. And with this game 
you, the player, get to be Indy, the 
hero. Now that has to be something 
worth handing over the dosh for, 
doesn't it? <!& 

Minimum system: 640K, VGA, 286, hard 
disk (11 Mb) Optional extras: AdLib, Roland, 
mouse, joystick 

PCF Rating 81% 







Dragonsphere and Myst reviewed 


Myst 

£44.99 Broderbund/EA * 01753 549442 


ODD NAME, BUT WHEN YOU 
consider that Myst is essentially a 
mystery, then all becomes clear. Or 
not, because this is a convoluted 
game. A whole series of Tales of the 
Unexpected episodes strung end to 
end wouldn't contain as many twists 


and turns as Mysf. And they 
wouldn't be as easy on the eye. Yup, 
there's no getting round the fact. 
Myst might have a great personality 
and all, but it's those visual vital sta¬ 
tistics that are guaranteed to bowl 
game players over. Just look at 'em! 




Isn’t it amazing what you can find in 
books? There’s another world in this. 


Being a CD-based adventure with 
knockout graphics, there's no doubt 
that Mysf is going to be compared to 
The 7th Guest. And it fares 
favourably, except for the fact that it 
doesn't use Guest's movie-style ani¬ 
mation, opting instead for four 
simple viewpoints from any one 
location, and using flick-screen 
movement between areas. But then, 
the quality of the visuals do go some 
way toward making up for this. 




Nice spaceship... but you’ve to find a 
way to get into it first. Great fun. 


It's big, it's imaginative, and those 
ever-elegant graphics work on more 
than a superficial level. It has 
enough atmosphere to transport you 
to another time and place, and that's 
what makes Mysf a hit. Ahem. 

Minimum system: 4Mb. SVGA, 386, CD- 
ROM drive, hard disk (4Mb), Windows 3.1, 
10Mb of virtual memory Optional extras: 
Windows-supported soundcard 

PCF Rating 83% 



Dragonsphere 


£39.99 MicroProse ® 01454 326532 


IT WAS ONLY BACK IN MAY '94 
that PC FORMAT gave Dragonsphere 
a right good raving over. Now it 
looks like the final rating of 89% was 
just a teensy bit generous. That's not 
to say that Dragonsphere has meta¬ 
morphosed over the last few 
months. On the contrary, it remains 
an accomplished piece of software, 
combining a real attention to detail 
with a fairly engaging plot, and 



Our hero gets away from it all a little 
too thoroughly in the desert. Very Dune. 


mountains of stuff to keep you occu¬ 
pied. It's just that players aren't 
prepared to tolerate ropey control 
systems any more. And those back¬ 
ground graphics are reminiscent of 
Sierra adventures of three years ago, 
rather than The 7th Guest or Mysf. 

The sound remains impressive, 
though - making full use of the CD 
space by having recorded voices for 
all the in-game conversations. It gets 
corny occasionally, but no more so 
than the average episode of Home 
and Away. Logic is another plus 
point - the puzzles really do make 
some kind of sense. It's satisfying 
when deduction and clue-finding 
leads to solutions, rather than hav¬ 
ing to rely on trial and error. 

It's just a shame really that 
Dragonsphere lacks the presentation 
and finesse of its contemporaries. 
But these days solid gameplay isn't 



LucasArts meets Sierra in a frenzy of mediocreness - that’s Dragonsphere. 


enough. Style and ease of use might 
not be worthy characteristics, but 
they're just as important in making a 
game a fun experience. Dragonsphere 
is an also-ran in the big adventure 
scheme of things. <3* 


Minimum system: 2Mb, VGA, 386, 
CD-ROM drive, hard disk (2Mb) and 
a mouse 

Optional extras: Sound Blaster, Sound 
Blaster Pro, Roland 

PCF Rating 74% 














Bloodnet and Beneath a Steel Sky reviewed 


Beneath a 
Steel Sky 

£39.99 VIE® 0181 960 2255 



The Watchmen caused a sensation 
around the world for comic book 
fans. Which is why, when Revolution 
decided to try and make the best 
adventure game ever, they enlisted 
Watchmen artist David Gibbons to do 
the business. And he did it. 


Here’s Joey, your fun-to-be-wltli com 
pal who’ll help you out in a squeeze. 


Hurled into a barren world of 
totalitarian oppression, you control 
the character of Robert Foster, a 
rural chap thrust into a computer- 
controlled city environment. 
Although at first your objectives are 
unclear, as the plot unfolds you dis¬ 


Hackneyed sci-fi story device number 
310 gets wheeled out yet again. 



cover that it could be up to you to 
determine the future of humanity. 

The point-and-click controls 
are slick and easy to manipulate, 
and instead of battling with 
your mouse and keyboard 
your efforts are free to 
concentrate on the puz¬ 
zles you face. The 
CD-ROM version of the 
game features voices 
which improves the play. 

The sprites move well, 
and the future city is nicely 
drawn, but unfortunately the two 
don't knit together particularly 
well. The people you see on the 
screen look a little out of place and 
more recent CD adventure games 



have certainly outpaced it for style 
and graphics. 

Beneath a Steel Sky lacks 
integrity between the gameplay 
and plot, and despite the efforts 
of the multi-talented David 
Gibbons, its graphics could 
work better and aren't 
quite rich enough to be 
totally gripping. Never¬ 
theless, it's long and 
involving, and definitely 
worth a look if you're seek¬ 
ing a new challenge. 

Minimum system: 2Mb; VGA; 386; hard 
disk (11 Mb); mouse Optional extras: AdLib; 
Sound Blaster; Roland 

PCF Rating 85% 


Bloodnet 

£39.99 MicroProse ® 01454 326532 



Dracula in the 21st Century, 
Bloodnet's story is the bastard son 
of a marriage between Bram 
Stoker's classic version and William 
Gibson's Neuromancer. 

In a crumbling world domi¬ 
nated by the Transtech corporation, 
you play Ransom Stark, victim of a 
vampire bite. Having been bitten. 
Van Helsing - a descendent of the 
original Dr Van Helsing no doubt - 
has put a price on your head, and 
you're going to have to do some 


A shady arms dealer is located down 
this darkened alley - tool up here. 


manic pointing-and-clicking to 
save your skin. 

A slightly stupid and unbeliev¬ 
able intro is followed up with some 
surprisingly intelligent puzzles and 
stimulating settings. You'll soon be 
taken in by the over-the-top futuris¬ 
tic lingo and engaging atmosphere, 
although it can get corny at times. 
Most of the action takes place on the 
streets and in sordid dive bars across 
Manhattan, and you even get the 
chance to hack into an internet 


Your worst nightmares are about to 
come true - gruesomely true. 


where you cross over into a cyber¬ 
space of floating and spinning 
spikeballs. Hardly like surfing at all. 

Carrying an 18 certificate, the 
game slides neatly into the (dare I 
say it) cyberpunk genre with its 
flow of sex, mind-altering drugs, 
swearing and violence. But what 
dominates Bloodnet is your strug¬ 
gle in this unreal environment, 
and what you find yourself con¬ 
centrating on is looking for clues 
to help you. 


Unfortunately, your own actions 
are limited by a fairly linear plot: 
you can't choose what you say and 
all the junctures in your explorations 
offer restricted choices and out¬ 
comes. Still, that's better than giving 
a pint of blood, and a lot nicer than 
having to drink one. 

Minimum system: 2Mb; VGA; 16MHz 386; 
hard disk (2.6Mb) Optional extras: AdLib; 
Sound Blaster; Roland; mouse 

PCF Rating 81% 














Alone in the Dark 1 and 2 reviewed 



£24.99 Infogrames * 0171 738 8199 


DOES THE NAME HP LOVECRAFT 
mean anything to you? Although his 
books are on the clunky side and 
were written in the wrong half of the 
Twentieth Century, his knack for 
supernatural tale-telling and mythos 
creation is unparalleled. Everything 
from HR Geiger's work to Sam 
Raimi's Evil Dead movies gives his 
stuff a namecheck or uses it as inspi¬ 
ration. So too does Alone in the Dark, 
with horrifically good results. 

The game has all the classic plot 
devices: you play a private detective, 
there's a mysterious house with 
careful owner (now missing), and all 
hell is just waiting to break loose. 
But it's the way that Alone in the Dark 
presents it all that makes it so spe¬ 
cial. Until this game came along, 
game players had never really seen 
effective polygonal characters - cer¬ 
tainly none this effective or 
interactive. These fluid beasts, com¬ 
bined with switching camera views 


in a variety of effective locations, 
serve to make Alone in the Dark a 
landmark game. 

Like most experimental games 
it's by no means perfect. The camera 
switching can be annoying, and 
sometimes the viewing angle chosen 
by the game isn't appropriate and 
can lead to awkward situations. And 
the animated polygon characters, 
which looked so impressive a couple 
of years ago, now seem just a little 
sketchy and jerky. But this is a gen¬ 
uine piece of gaming history, and it 
won't be until programmers manage 
to combine the cinematic techniques 
used in this game with the freedom 
of movement in Doom that you'll be 
treated to the next level of 3D gam¬ 
ing. Something worth waiting for. 

Minimum system: 640K; VGA; 12MHz 286; 
hard disk (5Mb) Optional extras: AdLib; 
Sound Blaster; Sound Master 

PCF Rating 77% 


Alone in the Dark 


Alone in the Dark 2 


£39.99 Infogrames « 0171 738 8199 


SEQUELS, EH? THEY'RE ALWAYS 
bigger, the producers always claim 
that they're better, and they rarely 
tamper with the original's winning 
formula. Unfortunately some, like 


Alone in the Dark 2, fail to correct the 
mistakes made in the original, which 
is a very bad thing. 

So what's the beef with this par¬ 
ticular sequel? After all, the original 


was big and moody, and a bit of a 
ground-breaker. A bit special. And 
this one should be too. It would be, 
if it weren't for the nagging feeling 
that it's just not that much more 
advanced than its predecessor. That 
and the fact that in this one the use 
of flicking camera views gets in the 
way even more than before - partic¬ 
ularly during the many (probably 
too many) bouts of fighting. 

It's not all gloom and doom in 
the Dark though (groan - everyone 
else). The character animation has 
been improved since the first outing, 
and the static backgrounds have 
been rendered much more lovingly 
this time. 

And there's no doubting that the 
game formula still has the ability to 
scare the socks, pants and various 
other bits of underclothing off you. 
If only this had been the first in the 
series, rather than being an only- 
slightly-improved brother of a 
fun-packed but slightly ageing piece 
of gaming. <2> 



Ed, our hero, enters the billiard room 
with a rapier. You can’t be too careful. 



Still armed and dangerous, and wearing 
a particularly natty suit. 


Minimum system: 2Mb; VGA; 25MHz 386; 
hard disk (14Mb); mouse Optional extras: 
AdLib; Sound Blaster; Disney Sound Source 

PCF Rating 80% 











Adventure games round-up 


Flashback 

£37.99 US Gold * 0121 625 3388 

I FLASHBACK IS ONE OF THOSE NEARLY- 
I classics. It looks like a dream, and occasionally it 
I plays like a dream. Unfortunately, the rest of the 
I time, there's no getting around the fact that it 
I also plays like a pig. 

Sort of the sequel to Another World, Flashback 
is smoother, bigger and looks lots better than its 
1 predecessor. We're talking really nicely stylised 
graphics here, and some well thought-out problems and puzzles. Which is 
why it's a shame about the fussy control system and sudden death bits, 
because it's very nearly an all-time classic. But not quite. 

Min system: 640K; VGA; 286; hard disk (8Mb) Optional extras: AdLib; SB; Roland; joystick 

PCF Rating 79% 



The Lost Files of 

Sherlock Holmes 

£39.99 Electronic Arts * 01753 549442 

TAKE ONE ADVENTURE GAME FORMAT, 
whisk in a mystery-solving scenario, add a dash 
of neat cartoon graphics - and the result is (yup) 
this. This being a Sherlock Holmes game the plot 
is typical Conan Doyle territory, with some 
neatly realised Victorian London locations to 
play around and explore for clues. With a nice 
control system and a doozy of a script the only 
downside is... well, actually there isn't one. Not bad, eh? 

Minimum system: 640K; VGA; 386; hard disk Optional extras: AdLib; Roland; SB; mouse 

PCF Rating 80% 



The Hand of Fate Shadow of the 



£39.99 Westwood A/IE « 0181 960 2255 

I EVER WONDERED WHERE THE UBIQUITOUS 
hand of fate buys its gloves? Nope? You're 
probably the sane kind of person who's gagging 
a trip through Westwood's cute fantasy i 
I adventure creations. Continuing where The i 
I Legend Of Kyrandia left off. The Hand puts 
I Zanthia to the centre stage in an outlandish but 
1 carefully orchestrated tale of strange goings on : 
in the land of Kyrandia. Its gentle pace and fantasy story line pale against the 
likes of Sam & Max, but THOF still shines out as a bit of quality software. 

Min system: 2Mb; VGA; 386; mouse; hard disk (17Mb) Optional extras: AdLib; SB; Roland 

PCF Rating 80% 

Dreamweb 

£39.99 Empire * 0181 343 7337 

I CYBERPUNK WAS FASHIONABLE ONCE. 
Unfortunately games that rely on the world of 
jacking in and suchlike are two-a-penny these 
days. Or they feel like they are. Still, Dreamweb's 
>t such a bad effort, with lots to do, few dull : 
moments, and even a stab at an adult theme (it's I 
an 18 rating). But the execution, it must be j 
1 said, doesn't exactly set the world alight. 
io getting round it, the future is looking dated already. Sigh, 
system: 4Mb; VGA; 386; hard disk (20Mb) Optional extras: Sound Blaster 

PCF Rating 70% 




PnmOl £39.99 Infogrames 
UUIIIGI *0171 7388199 

I THE FIRST GAME TO OFFICIALLY LICENSE 
(rather than rip ideas from) HP Lovecraft's Cthulu 
mythos. Shadow of the Comet adds a heavy streak 
of horror to the standard adventure format. This 
a good thing. Unfortunately the actual gaming 
system is looking decidedly ragged these days. 
Still, it's nice to see Lovecraft's scary goings on 
finally appearing on the PC. 

n: 2Mb; VGA; 386; CD-ROM drive; hard disk Opt extras: AdLib; SB; Roland; mouse 

PCF Rating: 75% 

Blackhawk 

£39.99 Interplay * 01235 821666 

SORT OF FOLLOWING IN THE FOOTSTEPS 
of the platform-game-cum-adventure shenani¬ 
gans of Flashback, Blackhawk manages to combine 
lots of puzzles with an even greater amount of 
running and shooting - it's certainly all fairly 
bizarre stuff. It's a shame, then, that the whole 
thing commits the cardinal sin of feeling so 
uninspired, lacking pace, imagination or any 
fact, anything to make it worth forty quid. Ho hum. 
i; VGA; 386; hard disk (1.8Mb) Optional extras: AdLib; Sound Blaster; Roland 

PCF Rating 53% 



EMmmmm. 


Police Quest: 

Open Season 

£44.99 

Freddie Pharkas 

£39.99 

Star Trek: 

25th Anniversary 

£34.99 

Star Ttek: 

Judgment Rites 

£34.99 

Lands Of Lore 

£35.99 

Westwood 

Sierra 

Sierra 

Electronic Arts 

Electronic Arts 

Studios/VIE 

* 01734 303322 

« 01734 303322 

« 01753 549442 

» 01753 549442 

*0181 960 2255 

PCF Rating 78% 

PCF Rating 76% 

PCF Rating 62% 

PCF Rating 68% 

PCF Rating 75% 




































Budget games reviewed 



j PC FORMAT Goid Award 

Monkey Island 2 

£16.99 Kixx XL s 0121 625 3388 

I FUN, FUNNY, AND AN UTTER JOY TO PLAY, 
Monkey Island 2 is a landmark game. The script is 
hilarious perfection, the graphics marvellous, 
and the point-and-click control system easy 
I peasy. The world and characters are so fleshed 
out it's hard to believe it's not licensed from a 
comedy movie or comic book. The jokes come 
1 thick and fast, and it has a surreal ending too. 

>m: 640K; VGA; 286; mouse; hard disk (9Mb) Opt extras: AdUb, SB; Roland, joystick 

PCF Rating 91 % 

Shadowlands 

£12.99 The Hit Squad ® 0161 832 6633 

I AN ISOMETRIC POINT-AND-CLICK ROLE- 
I player which features some fairly smart and 
I integral-to-the-plot shadow effects (hence the 
I title). There are a number of problems with actu- 
I ally controlling this game - partly owing to the 
I fact that you're looking after four independent 
I characters at all times - but there's no denying 
1 the charm of it all. Don't be put off by the rudi¬ 
mentary graphics - Shadowlands has many hidden depths. 

Min system: 640K; EGA; 286; hard disk Optional extras: AdLib, SB; Roland 

PCF Rating 75% 

Another World 

£14.99 Kixx XL ® 0121 625 3388 

I LONGER IN THE TOOTH THAN A PENSION- 
I able sabre-tooth tiger. Another World caused an 
I almighty fuss when it first appeared. These days, 
I however, it rarely raises an eyebrow. A shame, 
I because there's still fun to be had from this 
I slightly cinematic platform-arcade-adventure- 
I shooting-and-lots-of-other-stuff romp. A couple 
* of the set-pieces are still breathtaking, but it's 
been superseded by the likes of Flashback. A nice slice of history though. 

Min system: 640K; VGA; 286; hard disk Optional extras: AdLib; Sound Blaster; Roland 

PCF Rating 71% 




Hook 

£12.99 The Hit Squad ® 0161 832 6633 



Lure of the Temptress 

£14.99 The Hit Squad ® 0161 832 6633 



in system: 640K, EGA, 286, hs 


ANOTHER EARLY BRITISH ATTEMPT TO 
compete with LucasArt's superb graphic adven¬ 
tures, Lure of the Temptress just about succeeds in 
pulling it off, with excellent presentation and a 
fairly coherent plot. One of those games that has 
obviously been written by people who care 
about the genre, Temptress is still a little special 
three years after its original release, 
disk Optional extras: AdUb, Sound Blaster, Roland 

PCF Rating 80% 


KGB 

j £14.99 The Hit Squad ® 0161 832 6633 

| ANOTHER GROUND-BREAKER WHEN IT 
3 first released, KGB took its inspiration from 
I all those incomprehensible Jean Le Carre novels 
and the break-up of the Soviet political system 
and managed to offer a genuinely new and inter¬ 
esting presentation and control system. 
Linearity, however, is the game's only real prob¬ 
lem, and it's quite a big one. But this remains an 
interesting mixture of style and content - worth taking a look over. 

Min system: 640K, VGA, 286, hard disk (3.5Mb) Optional extras: AdUb, Sound Blaster, mouse 

PCF Rating 70% 



Curse of 
Enchantia 


£14.99 Corkers 
® 01332 297797 



A MIXED BAG OF GOOD IDEAS AND BAD, 
Enchantia scores in the graphics stakes, but most 
definitely falls down on those annoyingly 
important hurdles marked 'puzzle logicality' 
and 'ease of play'. Again, this game is by no 
means an essential purchase, but neither is it a 
complete and utter disaster. And at fifteen quid, 
you really can't go too wrong, can you? 
im: 640K, VGA, 286 Optional extras: AdUb, SB; Roland, joystick, mouse, hard disk 

PCF Rating 68% 


in system: 640K, VGA. 286, 


MANAGING TO CONJURE UP LESS EXCITE- 
ment than Spielberg's movie takes some doing, 
but this sub-standard Monkey Island adventure 
somehow manages to achieve it. All the right 
elements are there, but they just don't hold 
together particularly well. And it's too small. 
And it looks ropey. And it's just not particularly 
funny. Sorry, but a complete miss. 
disk Optional extras: AdUb, Sound Blaster, Roland 

PCF Rating 49% 


The Secret Of 
Monkey Island 

£16.99 

Kixx XL ® 0121 
625 3388 

Police Quest 

£16.99 

Kixx XL® 0121 
625 3388 

Leisure 

Suit Larry 1 

£14.99 

Kixx XL® 0121 
625 3388 

PCF Rating 70% 

PCF Rating 87% 

PCF Rating 69% 




























Pagan: Ultima 8 reviewed 
CPC FORMAT Gold Award D 



60 


( 


Pagan: Ultima 8 

£44.99 EA ® 01753 549442 


With his voodoo dolls, stone 
circles and pentagram tattoos, 
Gaz Webster is as Pagan as they 
come. Here he spells it out for 
you with Ultima 8 , the richest, 
most corpulent RPG going. 


P acking a lot more clout than 
a rolled up newspaper, your 
adversary in Pagan is called 
the Guardian, and he has an almost 
endless army of evil enemies with 
which he's going to 

conquer and rule Ultima 8 is not for 

the world of 

Brit LikeT most role Wltll 3 ^Oll 

playing games concentration span 


Reading the text spoken by some of 
the nobodies you meet, your head is 
soon reeling with all the names, 
places, events and stories that are 
meant to give you a little back¬ 
ground to what 




Put your 
feet up 

their salt, ” r “" Playing the gre- 

Pagan is hugely garious Avatar, 

extensive and complex. In fact, you you're out there firstly to survive, 

spend your first few playing hours and secondly - yep, you guessed it - 

just trying to absorb what this new to defeat the forces of evil in the 

world of Ultima 8 is all about. land so that you can go home and 



The man who fell to earth - or at least, fell 1 

put your feet up. Cliched as this may 
sound, the attention to detail in this 
eighth and best Ultima sequel makes 
the task thoroughly enjoyable. 

For one thing, you might have 
trouble convincing yourself that this 
game isn't a bit more of an action 
adventure than a role player. The 
Avatar is an animated character who 
responds to your controls. He climbs 


Pagan. The adventure begins. 

walls, walks across floors, jumps 
chasms, fights any number of adver¬ 
saries, checks out books in the 
library and summons magical 
power. And he even looks like he's 
doing those things. 

The settings in the game offer 
fantastic detail. You explore caves, 
dupe castle guards, search creaky 
abandoned houses and slink around 


















Pagan: Ultima 8 reviewed 



Passing by a couple of ghouls, our hero decides to 
indulge in a bit of pagga himself. Just for fun, y’know. 


Frustrating? It certainly is. Jumping the stones usually 
leads to a watery death. Time to start again, again. 


This is generally known as a "leap of faith.” Given the 
distance involved. It's more a "leap of death.” 


dank dungeons in excitingly real- 
looking, real-feeling surroundings. 
This drive to create a world that 
really captivates the player is 
achieved through meticulous atten¬ 
tion to detail on the part of the 
designers and programmers over at 
Origin. The textures around your 
character look great: lights flicker 
and wisps of smoke rise from fires 
and chimneys. 

And let's not forget sounds. 
Pagan certainly has an aural integrity 
all its own. Footfall noises change 
with the various surfaces you cross, 
monsters have their distinct growls, 
weapons swoosh through the air 
and spells explode. 

The detail, it seems, is more than 
a cosmetic effect for you and your 
Avatar. What you're playing in is a 
world with other beings in it. There 
are real cities full of people going 
about their business. Everywhere 


Of course, this isn't really an 
action adventure. There's no fast 
play, and, much as you'd like to be 
disembowelling a zombie or shatter¬ 
ing the skull of some ploddish 
guard, you can't 
control the little 
old Avatar 
combat. And 
despite all you 
can see and hear, 
the game is 
essentially based 
on dialogue, 
which you must 
read and heed. 

The main 
downside of the 
game for the 
average player 
results from 
Pagan's complexity. It's tough to get 
into for a long time. And even if you 
do get into it, it takes a long, long, 
ever-so-long time until you start to 
feel you're making progress. While 


the plot and challenge are quite fan¬ 
tastic, the story line is slightly 
convoluted and drawn out. Ultima 8 
is not for players with a short con¬ 
centration span. Despite its 
toughness, how¬ 
ever, even first¬ 
time players should 
be able to com¬ 
plete Ultima 8. 

Power up! 

Another problem 
that can be more 
or less bothersome 
depending on your 
hardware, is that 
to get all the 
effects out of a 
game offering this 
much detail you 
need an impressively powered 
machine. A 486DX is in order if you 
want the animations running and 
the game flowing at a reasonable 
speed - otherwise, your progress 


just isn't so admirable if you can't 
enjoy it in full effect. 

But hey, this is still one of best 
role playing games ever encountered 
at PC FORMAT. There seems to be 
two schools among sequels: one 
takes a good brand and degrades 
with cheap, crappy production, just 
to cash in on the good name of the 
original; while the other takes a 
good product and improves on it to 
make the branding even more valu¬ 
able. Origin is definitely a pupil of 
the second ideal. Pagan: Ultima 8 is 
the ultimate in the Ultima series. 

So, all you RPGers out there, 
this is the one we strongly recom¬ 
mend. You won't regret following 
our advice. 



Ah yes. The Avatar in a not-too-friendly 
chat with the Guardian. It gets worse... 



...when our big red friend slings Mr 
Avatar down to Pagan. What a cad. 


Pagan- Ultima 8 

Minimum system: 4Mb; VGA; 386; hard 
disk (35Mb); mouse 

Optional extras: Sound Blaster; Roland 
compatible 

For: Depth and detail • Good anima¬ 
tions • Extensive challenges • Many 
hours of play 

Against: Hard to get into • Long 
waits for payoffs • Difficult story line 


lam imssm 


seems even n 


1. This is basic for any RPG. 
Save your game regularly, 
and especially when you feel 
as though something dan¬ 
gerous is about to happen. 

2. Pick up any money, keys, 
jewellery, potions and 
scrolls that you find. Eat 
food, but avoid the mush¬ 
rooms and alcohol - their 
effects are undesirable. 

3. Stay on the good side of 
the people you meet. Don’t 
steal things, and don’t get a 
reputation for killing every¬ 
one in your path. Brains can 
beat brawn, y’know, and 
you can talk to people to 
extract lots of information. 


5. At the start of the game, 
talk to Devon, then go to the 
dock and talk to the guard 


at the execution. Head 
towards the city and on the 
way search the Southern 
Keep for anything useful. 
Afterwards, go north to the 


6. In the Palace, talk to 
Aramina, Mordea’s maid, 
and do what she asks. 

Don’t take anything from the 
Armoury, but look carefully 
under the cushions to find 
some keys. Upstairs, you 
find a teleportation in the 
centre of the Palace roof. 
Activate it. 

7. The Cemetery is outside 
Tenebrae. Be careful not 
to step on the undead 
whilst exploring it. Follow 
the path east from 
Tenebrae, and you find a 
tomb. Talk to Vividos 
there, and tell him you’ll 
retrieve the dagger taken 
by Mordea. 


8. Meet Aramina at her 
house in Tenebrae. Talk to 
her, listen to her, and if 
you’re nice about it, she’ll 
give you a key to Mordea’s 
chamber. Then, leg it back 
to the Palace. You find the 
dagger in a chest in 
Mordea’s room. Go back to 
the cemetery and give the 
dagger to Vividos. Join him 
to become an apprentice of 
the new Necromancer. 

9. A tunnel in the Valley, north 
of the city, is the way to the 
Plateau. That’s where you’ll 
find Mythran. Follow the tun- 


save your game, and jump 
from stone to stone. Save 
again, and climb the ledge. 


cross the rope bridge and 
use the levers until you hear 
the winch. Then pull the main 


cross the ropes back to the 


and the gates let you pass. 

10. On the Plateau, head 
south and enter the dwelling 
you find. Past the assorted 
animated appliances, 
there’s some food. You 
meet Mythran here, and he 
gives you a Recall device 
and a scroll. Go upstairs 
and see the books, and find 
the teleportation pad. When 
you’ve got all you can out of 
the place, teleport yourself 
to Central Tenebrae. Make 
your way back to the dun¬ 
geons and use the scroll to 
open an entrance to the evi¬ 
dence chamber. If you get 
captured by some guards 
who want to execute you, 
try to talk your way out of it. 

And that’s it. We’ve got you 
well into the game now, and 
probably told you more than 
we should... 


A world that really 
captivates the player 
is achieved through 
meticulous attention 
to detail on the part 
of the designers and 
programmers 


PCF Rating 92% 














Ultima Underworld 1 and 2 reviewed 


PC FORMAT Gold Award D 

Ultima Underworld 2: 


Labyrinth of Worlds 

£39.99 Electronic Arts * 01753 549442 



Doom? Underworld 2 was doing it in real 3D while Wolfenstein was still around. And 
some people are still trying to finish it. (Not us, obviously.) 


Mark Ramshaw sharpens his 
sword, squares his jaw and 
delves deep into a world of fierce 
puzzles, fiercer monsters, and a 
load of clever visual stuff. 

T he problem with picking testament to the excellent level 
classic 3D games is that the designs and sheer atmosphere of the 
genre is advancing at such a thing that you really do get the 

rapid rate that what , . . . 

one day seems to TIlC PlOtS 811(1 SUU~ 
push technology to . . .... 

the limit looks stale PlOtS, WlllIC haVIHQ 8 
and primitive the _ .. . ... 

next Not so with Tolkien-esque feel to 

the deep and . 

deeply fabulous them, ere fresher 

Ultima Underworld . . 

2. The second of 111311 ITIOSt 1110(^11 

Origin's first-per- . . 

son RPGs manages f3llt3Sy OOVClS... 

to refine the game 
system just enough to keep even the walking bounce) around the 3D 
hardened cynics happy. And it's a environment - complete with slopes. 


impression that 
you're exploring 
completely dif- 

the sequel. It's 
as if the game 
world actually 
exists. Bizarre. 

In play it's a 
mixture of 
smoothly sliding 
(shame there's 
no Doom-style 


Ultima Underworld 1: 


The Stygian Abyss 


£14.99 The Hit Squad « 0161 832 6633 
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You’re going to spend a lot of your time in Ultima Underworld getting involved in 
conversations with strange people and trading. This is the screen you’ll use. 


Before Wolfenstein , before Doom , 
Origin changed the face of 3D PC 
gaming. Mark Ramshaw peels 
back the cobwebs to take a look 
at a real trend-setter. 

K ids today, don't know 
they're bom. Tsk. It was 
only three years ago that 
one game came along that was to set 
the agenda for all future role-play¬ 
ing games and, more importantly, 
for 3D games in general. That game 
was Ultima Underworld. The impor¬ 
tance of this game really can't be 
overstated. And waddya know? It's 
still a hot piece of gaming, even 
now. Those Origin guys sure build 
their stuff to last. 

The thing to understand is that 
before Underworld, role-playing 
games were always stewed to the 
gills with statistics and all manner of 
train-spotter's terminology. And 


when the occasional game did make 
some attempt at a 3D representation 
of the game world the result was 
usually crude, blocky, and about as 
smooth as George Michael's chin. 
Not so Ultima Underworld. It amazed 



Even PCF fell prey to Underworld's 
charms when it first came out. 










ledges, liquids 
and impossible 
leaps - and alter¬ 
nately chatting or 
fighting with 
monsters. Around 
this initially sim¬ 
ple framework a 
towering epic of 
steel, spells and 
sex (well, maybe) 
has been furnished. Oddly, although 
conversations are limited to multiple 
choice, and combat is a rudimentary 


'pokey pokey- 
with a weapon' 
kind of affair, 
both feel unusu¬ 
ally satisfying. 
Sometimes there's 
beauty in simplic¬ 
ity, and this is one 
of those times. 

As far as the 
plot is concerned. 
Ultima Underworld 2 is, like most 
Origin titles, still right in there with 
the goblins and the fairies. But that's 


...but the plot is 
almost incidental. 
It’s the lavishly 
detailed 3D world 
that clinches it 


not really such a bad thing. Origin 
does this better than most, and the 
many plots and sub-plots of the 
game, while having a Tolkien-esque 
feel to them, are fresher than most 
modem fantasy novels. The plot 
starts off simply enough (don't they 
always?) with you once again cast in 
the role of Avatar, guardian angel to 
the land of Britannia, and good 
friend of its ruler. Lord British. The 
Guardian (the boo-hiss bad guy 
from Origin's Ultima 7) has his sights 
set on Britannia and to this end has 
encased Lord British's castle in a 
wall of seemingly impenetrable 
blackrock. Villains, eh? And so a 
quest to save life, the universe and 
everything begins, and before any¬ 
body can say "Avatar, you're our 
only hope" you're deep below the 
castle, popping off into eight other 
dimensions on the way. 

Magical Mystery Tour 

But the plot is almost incidental in 
Underworld 2. It's the lavishly 
detailed 3D world that really 
clinches it - it's such a joy to explore. 
True, the various monsters and other 
characters do look a little blocky in 
this day and age. And the slightly 
chugging game engine still fails to 
display a full screen of 3D action. 



Eye eye. Ha! Geddit? Sorry, late nights 
and that. You know how it is. 


But really, all this is just being picky. 
Few games can conjure up such a 
rich atmosphere, provide as many 
genuine thrills, or offer as many 
weeks (sometimes months) of play¬ 
ing time. Up there with the best of 
'em, no question about it. 

Ultima Underworld 2: 
Labyrinth of Worlds 

Minimum system: 2Mb; VGA; 386; hard 
disk (14Mb) 

Optional extras: AdLib; Sound Blaster; 

Roland; mouse 

For: Jaw-droppingly huge game 
world • Real 3D environment • 
Carefully meshed plot 
Against: The 3D engine looks a little 
creaky these days • Not quite as 
‘tight 1 as the original, blocky sprites 

PCF Rating 90% 



and astounded from the off, with its 
3D texture-mapped world and all 
manner of neat technical achieve¬ 
ments and atmospherics. Players 
marvelled at the fluid movement of 
it all, at the way the game world 
really did feel like a game world, 
right down to the way you can look 
down to the ground or up to the ceil¬ 
ing. And the way things fall off into 
the darkness. All that, coupled with 



The Baron, one of the many unusual 
and indeed downright odd characters. 


the excellent context-sensitive music 
score, conspire to make Underworld a 
thoroughly atmospheric experience. 

And then there's the way the 
plot has more 
facets than a dia¬ 
mond in the 
rough. The game 
plunges you 
straight into an 
eight level under¬ 
ground hell that 
can take months to 
navigate. In fact, 
getting to know 
the world of 
Ultima Underworld is almost like 
experiencing a real slice of life. 

Strange scratching sounds... 

But for all its ground-breaking use of 
atmospheric techniques, Underworld 
is no exercise in relaxed ambience. 


The tension really mounts when a 
new area is being explored, the 
music begins to build up, strange 
scratching sounds can be heard in 
the distance, a 
shape seems to 
shift around in 
the gloom, and... 
it's hard to 
believe a role- 
playing game (of 
all things) could 
set your teeth on 
edge quite so 
effectively. 

Back when it 
first hit the scene. Underworld was 
greeted with sighs of, "If only every¬ 
body could do 3D like this," and 
"Wow, if only all RPGs could com¬ 
bine arcade elements with a fantasy 
plot so effectively." Well, something 
like that anyway. And now that the 


Getting to know the 
world of Ultima 
Underworld is almost 
like experiencing a 
real slice of life 


other programming teams have 
finally learnt their lessons and 
caught up, Underworld's once-stun¬ 
ning 3D looks tame. But there 
should still be a place for this in 
every PC gamer's heart and in their 
software collections. <2D 

Ultima Underworld: 

The Stygian Abyss 

Minimum system: 2Mb; VGA; 386; hard 
disk (19Mb) 

Optional extras: AdLib; Sound Blaster; 
Roland; mouse 

For: Probably the best, most tightly 
scripted game world ever placed 
inside a PC • Superb musical score • 
Wonderfully intuitive mouse control 
Against: 3D system looks dated • 
Frustratingly small viewing window • 
Could do with a new budget price 

PCF Rating 87% 



















Ultima 7 reviewed 



64 


Ultima 7: The 
Black Gate 

£16.99 The Hit Squad ® 0161 832 6633 



Mark Ramshaw takes a look at the game that, in its 
time, redefined what hard-core role-playing looked 
like, felt like and played like. But does it stand up 
tall and proud in the cold light of day? 


T hey say big is beautiful. But 
sometimes big can be just a 
little unwieldy. And if there's 
one failing with Ultima 7 it's that 
there's just too damn much of it. 
Which is a shame really, because 
there are so many 
things that the 
game gets right. 

The control sys¬ 
tem, for instance, 
offered a major 
improvement on 
previous RPGs. 

Gone are the 
menu^ Gone are 
the columns of 
statistics. Instead 
Ultima 7 offers 

pop-up graphical representations of 
objects, overlaid speech cameos, and 
some neat graphics. Okay, so the 
forced overhead 3D view isn't a 


patch on the first-person flow of 
Ultima Underworld, or the isometric 
lushness of Ultima 8. But in its day 
(which was mid 1992 to be exact), 
the game looked the business. And 
there's another notable thing 
about it - it's 


For those determined 
to persevere there 
really is a ridiculous 
amount of playing 
time in store 


kinda big... 

Deep and wide 


The plot is suit¬ 
ably epic - with 
you once again 
taking the role of 
the Avatar, but 
this time some¬ 
thing stinks in 
Suburbia. The 
power of the Lord Britannia - eter¬ 
nal friend of the Avatar - is waning; 
there's much talk of somebody (or 
something) called The Guardian; 


and it seems as if everybody 
has got something to hide. 

If you've ever doubted 
that a computer game can be a 
genuinely unnerving experi¬ 
ence then you really have to 
give Ultima 7 a try. And those of you 
that are equipped with decent 
soundcards are really in for a treat - 
the arch enemy of the tale actually 
speaks to you at regular intervals - 
bluffing, double-bluffing, and just 
plain scaring the wits out of you. 
Bear in mind that the voice is pro¬ 
vided by the guy who played 
Leatherface in The Texas Chainsaw 
Massacre and you might get more of 
an idea of just how scary this game 


Lessons learned 

Looking back on the game. Origin 
supremo Richard Garriott has 


fr* nf 


our blonde model, is 
y latest in armour, 
by Origin. 

admitted that it's too unwieldy. It's 
been a lesson learned for use in 
Ultima 8, but there's no doubting 
that Ultima 7 was just too ambitious. 
Still, for those determined to 
persevere there really is a 
ridiculous amount of playing 
time in store, although it's 
not the out-and-out classic 
re all took it for way back 
when. But this still has to be one 
of the most ambitious, and - yes, 
damn it - engrossing role-playing 
games around. It's just going to take 
you years to finish. <3* 

Ultima 7: The Black Gate 

Minimum system: 2Mb; VGA; 386; hard 
disk (21Mb) 

Optional extras: AdLib; Sound Blaster; 
Roland; mouse 

For: It’s an outrageously large game 
• The music is superb • Several add¬ 
on adventure packs are available 
Against: Frankly, it’s just too big • 
Sluggish (even on a 486) • Did we 
mention it was too big? 

PCF Rating 86% 




















System Shock reviewed 


System Shock 

£49.99 Electronic Arts ® 01753 549442 



Always one for neuromancing the 
stone, Mark Ramshaw was only 
too willing to dive into Origin’s 
cyberspace spectacular. 


H ave you ever noticed how 
cyberspace is always repre¬ 
sented in movies and video 
games as a collection of dodgy look¬ 
ing flat polygons and lines? That's 
how computer 


that feels almost limitless, rather 
than artificial and linear. Then 
there's the way the game's story 
unfolds in a myriad of threads, 
rather than a single straightfor¬ 
ward manner. 


games looked A game world that’s on g m are the 

about ten years . best at doing this 

ago, so what dllllOSt I j ITI 11 1 RSS. .. sort of thing, and 


makes everybody 
think that's how data will be repre¬ 
sented by machines in the far-flung 
future? Tsk. 

Anyway, let's take a look at 
System Shock. It's Ultima 
Underworld in the future, which is 
being a little cruel about it, despite 
compliment. 


being kind 
System Shock is 
in many ways a 
thoroughly mod¬ 
em game. For a 
start it gives you 
freedom 

practically any¬ 
thing you want. Objects c 
manipulated in all manner of ways to immerse yourself until the early 
- which results in a game world hours, for weeks and months < 


...the way the game’s 
story unfolds in a 
myriad of threads... 


with System Shock 
they've excelled themselves. And 
then there's that cyberspacey 
atmosphere... this game is pure 
high-tech gloss from start to finish. 

High tech 

The control panels are hi-tech, the 
control system is particularly hi- 
tech, and those 
graphics, well, hi- 
tech seems to be 
the phrase that 
best sums them 
up. Sorry, but it 
all adds up to one 
of those games in which it's possible 



Goodness, a naked dead person 
lying on the floor. Rifle through 
their possessions, quickly. 



end. There's really is lots to wade 
through in System Shock. 

There are also the aforemen¬ 
tioned obligatory cyberspace bits, 
which offer a zingy respite from all 
the puzzle-solving and exploration 
that makes up the main section of 
the game. Make no mistake. System 
Shock bears no resemblance whatso¬ 
ever to 3D games like Doom. This 
isn't a kill-fest (although there is 
some violence to get your teeth into 
now and then). The cyberspace bits 


also give your eyes a welcome rest, 
the main sections being almost too 
overloaded with detail. Once the 
screen is packed with textures, 
objects, creatures and your on-screen 
systems display it can all get just a 
little too much. 

But the only real criticism is 
that it sometimes feels like you're 

...this game is pure 
high-tech gloss from 
start to finish 

wading through the game - it 
could have been made a little 
pacier. And it's also worth men¬ 
tioning that the 3D system isn't the 
fastest in the world - you're only 
going to get the most from the 
game if you've got a really nifty 
machine. And if that's you, then 
get yourself tooled and jack in. <2> 



Cyberspace - this is the place William 
Gibson has been drivelling on about for 
years now. It’s not pretty. 



Nevertheless you’d need to have a dam 
good rifle through it if you stand any 
chance of beating Shodan. 


System Shock 

Minimum system: 8Mb; VGA; 386DX; hard 
disk (26Mb) 

Optional extras: Sound Blaster; General 
MIDI; Ultrasound; AWE32; mouse; joystick 
For: Moodily high-tech • Simply 
massive, with loads to do 
Against: Really needs a high spec 
machine • That price 

PCF Rating 89% 















Role-playing games round-up 


The Elder Scrolls: 

ji mamo £45.99 Bethesda Softworks and 
Hi Gild US Gold tr 0121 625 3388 


Al-Qadim: 

The Genie’s Curse 


£35.99 
SSI® 0121 
625 3388 


■| PAINTING A BIG PICTURE, BUT 

lacking the loving core <ind attention 

■ A to °f» sa y. an Origin game. The 

P (m Elder Scrolls is an impressive beast. 

!■ i ITS The full-screen 3D is certainly up j 
re with the best of them, and : 
| though there are those niggly role- : 
| playing game statistics in evidence, I 
| they don't get in the way of any- 
| thing. No, what lets the game down 
• is the rudimentary conversation sys¬ 
tem, and a few flaws in the way fighting is handled. All the same, you're 
unlikely to find a game with quite as much to do for some time. 

Min system: 4Mb; VGA; 386; hard disk (25Mb) Optional extras: AdLib; SB: Roland; mouse 

PCF Rating 84% 




BEING AN SSI ROLE-PLAYING 
game it's no surprise to discover that 
Al-Qadim is an official Dungeons & 
Dragons licence. Happily though, it 
offers a departure from the usual 
hack-and-slash, focussing instead on 
a game world that's populated by all 
things mysterious and Arabian. 

Graphically the game's unlikely 
to cause much of a stir, but the 
sound is undeniably smart, and the 
gameplay does the trick without ever setting any benchmarks. One of those 
games that's fine and dandy, but nothing particularly ground-breaking. 

Min system: 4Mb; VGA; 386; hard disk (15Mb); mouse Optional extras: AdLib; SB; Pro Audio 

PCF Rating 70% 


Wake of the 

D0110(10 V £44.99 Mindscape/SSI 

navagui ® 1444246333 


Ravenlofl: 

Strahd’s Possession 

£39.99 SSI/US Gold ® 0121 625 3388 


H as the follow-up to the 

mildly successful (but really not at 
all impressive) Shattered Lands, the 
appallingly named Wake of the 
Ravager goes through the motions of 
RPG-dom with relish. Its innova¬ 
tions are limited to the inclusion of 
yet more Dungeons & Dragons game 
rules, and the plot is pure cardboard 
stereotype fantasy mush. But then 
again, it seems, inexplicably, that 
there are quite a few gamers out there who love that kind of thing. Still. 

Min system: 4Mb; VGA; 386-33; hard disk (30Mb); mouse Optional extras: AdUb; SB; Gravis 

PCF Rating 75% 


■ sitting firmly between two 

stools must be a painful thing. 
Ravenloft has smoothly-moving first- 
person 3D graphics, and although 
the creators of Doom have nothing to 
worry about they do at least bring 
the game into the '90s. It's a shame 
that those anally retentive statistics 
are still very much in evidence. 
Atmosphere-building they are not, 
so if it's a more modem RPG experi¬ 
ence you're after, check out Ultima Underworld 2 or Ultima 8 instead. 

Min system: 4Mb; VGA; 386-33; hard disk (21Mb); mouse Optional extras: Sound Blaster 

PCF Rating 68% 


Shattered Lands 

£39.99 SSI/US Gold « 0121 625 3388 


Blade of Destiny 

£39.99 US Gold ® 0121 625 3388 


THERE are few things more 

irritating than desperately wanting a 
game to live up to its potential, only 
to watch it blow its chances owing to 
some naff ideas or crap program¬ 
ming. Such is the case with Shattered 
Lands, which is a corker of a concept 
for a role-playing game. If only the 
execution matched up. 

Scrolling is the main bugbear, 
and there's really no excuse for that 
these days. Odds are that even your granny knows how to get silky smooth 
scrolling on the PC. Perhaps SSI should've had a word with her. 

Min system: 2Mb; VGA; 386SX; mouse; hard disk (17Mb) Optional extras: AdUb; SB; Roland 

PCF Rating 49% 




IF YOU WANT TO FIND OUT JUST 
how far PC role-playing games have 
advanced in the past couple of years 
then go grab yourself a copy of Blade 
Of Destiny right now. 

More dated than Warren Beatty, 
Blade of Destiny is an utterly unen¬ 
gaging mix of bland graphics, 
non-atmospheric scenario, pedes¬ 
trian combat, dull exploration and 
life-sapping character generation. If 
you've got any PC-owning enemies out there then buy them a copy of this. It'll 
be money well spent - they'll never forgive you for it... 

Min system: 640K; VGA; 286; hard disk (7Mb) Opt extras: AdUb; SB; Roland; joystick; mouse 

PCF Rating 32% 
















Role-playing games round-up 


/, 


Shadowcaster ▼ Legend 

£44.99 Origin/Electronic Arts ® 01753 549442 £31.99 Mindscape « 01444 246333 




YOU'D THINK A GAME BY THE 
name of Shadowcaster would be all 
about the casting of shadows, but 
no. Instead Shadowcaster focuses on 
spellcasting, albeit by fairly shad¬ 
owy people. It also opts for some 
smart first-person 3D and a design 
that heavily favours combat. This is 
a good thing because it takes all the 
train-spotter tedium out of things, 
but it's also a slightly bad thing 
because the combat system isn't all that ambitious. Still, the way your charac¬ 
ter can morph into various shapes is neat, and there's no denying how easy it 
is to slip into the all-action environment. Like the B-52s said, "good stuff". 

Min system: 4Mb: VGA; 386DX; hard disk (16Mb); mouse Opt extras: AdLib; SB; General MIDI 

PCF Rating 86% 


COLLECTING MAGICAL SWORDS 
and fighting ores is all very well, but 
it” s something every role-playing 
game offers. To stand out a game has 
to have some clever technical inno¬ 
vation, a bundle of state-of-the-art 
graphics, or a new angle on the 
whole genre. Legend opts for the lat¬ 
ter, presenting itself as a fast-paced 
isometric 3D cartoon. The result is a 
joy, with spells exploding all over 
the place, rucks occurring every other step of the way, and oodles to do and 
see. The spellcasting element offers multiple-effect spells to more experienced 
players. Far from state-of-the-art, and visually average, but a triumph anyway. 
Min system: 840K; EGA; 286; hard disk (1Mb) Opt extras: AdLib; SB; Roland; mouse 

PCF Rating 79% 


Hex 


£39.99 Psygnosis ® 0151 709 5755 


ORIGINALLY DUBBED WIZARD 
(from one naff name to another). Hex 
takes the 3D style of games like 
Spellcaster, but adds loads of classic 
Dungeons & Dragons rules to the mix. 
The result is fun, but maybe just a 
little too workmanlike. 

Graphically Hex never really 
rises above competent, with the 
background and main sprites getting 
just a little too blocky. And then 
there's the distinctly flat feeling about the game world - it just doesn't match 
up to Underworld's wonderful undulating environment. If meat-and-potatoes 
puzzling and hacking is your bag, then this game will suit you just fine. 
Otherwise go for something a little more ambitious perhaps. 

Min system: 2Mb; VGA; 386; hard disk (4Mb); mouse Optional extras: AdLib; SB; Roland 

PCF Rating 70% 



Might and 

Manir 1 £40.99 us Gold 

IViayil! U «0121 6253388 

■ HUMOUR IS NOT SOMETHING 
you tend to find in RPGs. This is one 
of the few games that doesn't take 
itself too seriously, and it benefits 
from a light-hearted touch. A cell 
movement 3D game, M&M3 can't 
hold a light to Underworld, but 
there's a certain magic to it. You try 
to be disappointed at the lack of 
smooth-flowing graphics and tense 
situations, but it's impossible not to 
be drawn into the cute mix of puzzles, hacking and plain old bimbling around. 
Min system: 640K; EGA; 286; hard disk (4Mb) Optional extras: AdLib; SB; Roland; mouse 

PCF Rating 60% 


Shadowlands 

£12.99 The Hit Squad « 0161 832 6633 

AT LAST, A GAME THAT NOT 
only includes light and dark effects, 
but actually makes them an integral 
part of the game. Shadowlands takes 
an almost arcade-style view on dun¬ 
geon-based role-playing, throws it 
on to an isometric 3D display, and 
adds some rough-looking but inter¬ 
esting lighting effects to create 
something very individual. Torches, 
fireballs and other light sources all 
have a visible effect on the surroundings, and are also integral to many of the 
puzzles and situations. The control system itself, although flexible, gets a little 
clunky, but this remains a satisfying game if only for trying something new. 
Minimum system: 640K; EGA; hard disk (7Mb) Optional extras: AdLib; Sound Blaster; mouse 

PCF Rating 75% 


Dungeon Master 

£19.99 Psygnosis ® 0151 709 5755 

BACK IN 1987, WHEN IT WAS 
first released, Dungeon Master set 
the agenda for computer-based role- 
playing. Its use of 3D first-person 
perspective graphics, and its point- 
and-click interface were seen by 
programmers as the way forward. 
And yes, they might have been 
then, but boy have things moved 
forward at a rate of knots. 

Now Dungeon Master looks like 
a second-rate piece of PD software, and its utter lack of pace or believability 
renders it useless as anything more than a valuable piece of gaming history. 
Sorry, but this is a game to avoid in a big way. 

Minimum system: 640K; mouse; hard drive Optional extras: AdLib; Sound Blaster 

PCF Rating 39% 
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Spellcasting Party Pack 

£39.99 (CD) Accolade » 0181 788 0200 

ALTHOUGH THERE ARE SPELLS 
to be cast, this trio of titles are really 
adventure games by any other name. 
And sex-obsessed ones at that. Going 
back to the old-fashioned still pictures 
with text descriptions format, the 
games aren't going to win any 
awards for state-of-the-art techniques. 
But the plots are solid enough and the 
smutty situations amusing (they all 
concern the doomed exploits of an 
apprentice wizard to become more 'familiar' with members of the opposite sex). 
Just don’t compare it to Sam & Max or any of the other recent LucasArts efforts. 
Minimum system: 640K; VGA: 286; hard disk (10Mb) Optional extras: SVGA; Sound Blaster; 
Roland; mouse 

PCF Rating 79% 


Worlds of Legend 

£34.99 Mindscape ® 01444 246333 

FOLLOW UP TO THE ORIGINAL 
Legend game, this sequel feels more 
like a data disk than a brand new 
title. The action is viewed from a 3D 
isometric perspective and has you 
controlling a band of four brave 
men and women, wandering 
through assorted generic dungeons, 
fighting and problem-solving. As for 
the over-arching story line, the play¬ 
ing area is large enough for you to 
fool around and do what thou wilt. Yes there is some evil chap by the name of 
Ti-Mann Mochun, but you'll bump into him sooner or later anyway, so don't 
worry about that. Just try to master the complex spell system first. 

Minimum system: 640K; VGA; 286; mouse Optional extras: AdLib; Sound Blaster; Roland 

PCF Rating 74% 


Dungeon Hack 

£39.99 SSI/US Gold ® 0121 625 3388 

A RADICAL DEPARTURE FOR SSI, 
Dungeon Hack does away with all 
the train-spotter bits from their 
Eye of the Beholder game engine, 
and focuses on maze exploration 
and killing. Lots of killing. Well, it 
is called Dungeon Hack, after all. 
It's also incredibly easy to get into. 
It would all be as sound as a 
pound, if only the Beholder game 
engine had stood the test of time, 
and if only the gameplay didn't 
get repetitive within about ten seconds. Next! 

Minimum system: 2Mb; VGA; 386; mouse; hard disk (9Mb) Optional extras: AdLib; Sound 
Blaster; Roland 

PCF Rating 62% 


Hired Guns 

£39.99 Psygnosis ® 0151 709 5755 

FROM THE EXPERIENCED DMA 
Design stable (the guys responsible for 
Lemmings), Hired Guns gives you con¬ 
trol over four characters via a quartet 
of first-person 3D viewing windows, 
in a future world scenario that acts as 
an excuse for lots of killing and a 
frightening display of fire-power. This 
fire-power aspect to the game is great 
- there are 19 different weapons, each 
with its own effects. But it's the clunky 
control system and mundane graphics that prevent Hired Guns from reaching the 
parts other role-playing games cannot reach. Nice (and very unusual) try, though. 
Minimum system: 640K; VGA; 386; hard disk (5Mb) Optional extras: AdLib; Sound Blaster; 
Roland; mouse 

PCF Rating 75% 


Legends of Valour 

£39.99 US Gold « 0121 625 3388 

ORIGINALLY RELEASED JUST 
after Origin unleashed Ultima 
Underworld on the PC world. Valour 
came off a lot worse in comparison. 
In some ways that's unfair, because 
Valour is much more of a mission-led 
game, with all action taking place in 
the city of Mittledorf. The program¬ 
mers were obviously aiming to create 
a believable place where day turns to 
night and people go about then- 
everyday business in a cutely realistic manner. The result is slightly less success¬ 
ful than that, unfortunately, with much trudging from location to location and 
scrappy 3D graphics. It lacks the atmosphere that a game like this needs. Oops. 
Minimum system: 640K; 288; VGA; mouse; hard drive (8Mb) Optional extras: AdLib; Sound 
Blaster; Roland 

PCF Rating 66% 


Ishar 2 

£32.99 Daze Marketing * 0171 372 7435 

DATED ROLE-PLAYERS ARE TEN- 
a-penny these days, and Ishar 2 is 
no different. All the prerequisites 
for an utterly average time are 
here: average 3D graphics, block 
movement, simplistic combat, and 
a huge but rarefied playing area. 
There is a certain charm to the pro¬ 
ceedings, and some of the 
sub-quests down in the land of 
Ishar are entertaining. But really, 
there's just not enough to make 
Ishar 2 more than a drab midget in the crowd. 

Minimum system: 640K; VGA; 286; hard disk (3Mb) Optional extras: AdLib; Sound Blaster; 
Roland 

PCF Rating 44% 
























Budget games round-up 


Ishar 3 

£39.99 Silmarils/Daze » 0171 372 7435 

FANS OF ISHAR AND ISHAR 2 
won't be disappointed with this 
third instalment. Fans of innova¬ 
tion, smooth 3D and excitement 
might be a tad miffed to discover a 
complete absence of new ideas, 
however. Nope, the programmers 
of Ishar 3 have got it together to 
improve the graphics and add 
some neat static screens, but that's 
your lot. It really is time for the 
Ishar programmers to wake up and smell the coffee. What was once an 
original game has become stale and cliche ridden. 

Minimum system: 4Mb; VGA; 386; hard disk (6.7Mb) Optional extras: AdLib; Sound Blaster; 
Roland; mouse 

PCF Rating 45% 



Ultima 6: 


The False Prophet 


£14.99 The Hit Squad « 
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Minimum system: 640K; EGA; 286 Optional 


0161 832 6633 

THE ULTIMA GAMES ARE NOW 
the stuff of legend, and though the 
sixth in the series lacks any of the 
graphical appeal of the more recent 
games, it's still got a a genuinely inter¬ 
esting game world. What really makes 
the game a dream though is the way 
the plot unfolds, revealing sub-plots, 
sub-quests, and sub-sub-plots. It's 
almost as if John Le Carre helped out 
with things. 

ras: AdLib; Sound Blaster; Roland; joystick 


PCF Rating 80% 


Eyeofthe 
Beholder 2 sssk* 



MARGINALLY MORE PLAYABLE, 
but still just as dated as the first game, 
EOTB2 fails to do any acceptable level 
of mustard cutting these days. Still, if 
you can put up with the rudimentary 
display and control systems then 
there is actually a lot to play through: 
the plot is nicely executed and there 
are one or two pretty tense situations 
to deal with. Just don't wade in there 
expecting Doom-style graphics. 


Minimum system: 640K; EGA; 286, hard disk (2.2Mb) Optional extras: AdLib; Sound 
Blaster; mouse 


Eye of the Beholder 

£16.99 Kixx « 0121 625 3388 



Once the be-all-and-end-all of PC 
role-playing games. Eye Of The 
Beholder is now getting on a bit, 
and if truth be told it’s really start¬ 
ing to show. The 3D still looks 
reasonable, but the cell-based 
movement with 90 degree rotation 
is very primitive. Trying to flog a 
game engine like this is ridiculous 
in the light of the Ultima 
Underworld games. Added to this, 
the combat is hideously simplistic. 
Better, we reckon, to keep those fond memories of the thing than actually 
go out and buy it, even at this price. 


Minimum system: 640K; EGA; 286 Optional extras: AdLib; Roland; Sound Blaster 


PCF Rating 78% 


PCF Rating 65% 


The Immortal 

£12.99 The Hit Squad * 0161 832 6633 


Magic Candle 2 

£14.99 The Hit Squad « 0161 832 6633 



A REAL OLD FOGEY OF A GAME, 
The Immortal still hangs together in the 
looks department. The action is 
viewed from an isometric 3D angle. 
The sprites look pretty cool too, but 
the arcade-style combat soon becomes 
tiresome, and the cracks begin to show 
through. Wandering round dungeons 
collecting potions and keys, whilst 
fighting bad guys can ultimately start 
to get a little tedious. Far better to go 
for the similarly angled Shadowlands, or even go hell for leather and buy yourself 
one of the more recent Ultima games from Origin. Ultima 8 ought to do the job. 



FOR A REAL TRIP BACK TO THE 
mid-eighties. Magic Candle 2 can't 
be beat. It's got one of those half- 
screen viewing windows, with 
everything displayed at some 
bizarre semi-3D angle, and it's got 
more numbers than a Bob Dylan 
gig. What it hasn't got is anything 
to help make it more desirable 
than Origin's Ultima 7, which is 
also available on budget. If you 
really have the urge to own every semi-respectable RPG game going, then 
go for it. Otherwise try to stay closer to this end of the century. 


Minimum system: 512K; EGA; 286 Optional extras: AdLib; Roland; Sound Blaster 


Minimum system: 512K; EGA; 286 Optional extras: AdLib; Sound Blaster; Roland 


PCF Rating 58% 


PCF Rating 53% 
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Are you having fun yet? About a third of 
your visitors rate your park at the moment. 


Make loadsa money 

As you get the hang of Theme Park 
the novelty of the cute graphics 
starts to evaporate and you get stuck 
into the hard-nosed business simula¬ 
tion side of the game. Even then 
however, the front end is slick and 
user-friendly enough to keep it fun. 
The key to making big money is to 
fool around with the variable set¬ 
tings - chucking more fat into the 
hamburgers and ice into the drinks. 
Bunging extra salt on the french fries 
makes the folk thirsty and means 
you can charge more for drinks. 
There's share trading too, with other 
parks to compete against. One 
under-publicised feature of the 
game is the network play facility, 
which enables you to compete 
against other human players, build¬ 
ing your own park and sending 
gangs of thugs round to smash up 
your opponents'. 

Theme Park is brilliantly 
designed and a joy to play. The 
attention to detail is matched only 
by the frivolity of proceedings. The 
CD-ROM edition also makes 
excellent use of pre¬ 
rendered sequences t 
jolly along the 

reward your 
efforts. All in all, it's " 
a beauty. <2> 

Theme Park 


Minimum system: 4Mb; VGA; 386; hard 
disk (14Mb); mouse 

Optional extras: AdLib; Sound Blaster; 
Roland; CD-ROM 

For: Insanely wonderful to look at • 
Masses to do • Completely silly, yet 
deeply involving 

Against: The manual really isn’t 
detailed enough 


PCF Ratine; 85% 


Theme Park 

£44.99 Bullfrog/EA ® 01753 549442 

James Binns resists the temptation to plug his tips 
book, stands knee-deep in vomit and shouts this 
review from the depths of the Super Spinner. 


thought bubbles - a burger thought 
means that little critter is hungry, for 
example. They communicate with 
each other too, telling their fellows 
where the best rides are, and just 
how much fun they're having. Let 
them on an exciting 
ride just after 
they've munched 

and they throw up. 

You even need to 
fit toilets, starting 
out with a primi¬ 
tive shed and 

ending up with oi proceedings 

superloos. 

Totally loopy? 

Investment in research brings you 
ever more impressive rides, and you 


The attention 
to detail is 
matched only 
by the trivolity 


know you're doing really well when 
you get to build a roller-coaster. You 
choose the route the ride takes, with 
climbs and drops, and you can even 
add corkscrews and loop-the-loops. 
There's staff to manage as well: 

handymen to 
clean up litter 
and puke, 
mechanics to 

guards to 
eject trouble¬ 
makers and a 
host of enter¬ 
tainers, who 
cheer up the 
guests and hand 
out umbrellas when it starts raining. 
These guys really are insane - 
Squidman being one of the weirdest. 


Y our first game of Theme Park 
is an entirely confusing 
experience. The park you 
design is utterly rubbish. The little 
people who turn up get completely 
lost, are sick everywhere, complain 
incessantly, then suffer suitably hor¬ 
rible fates as your rides explode. 
You run out of money and end up 
jumping from a skyscraper window 
- a ruined wannabe who just 
couldn't cut it. Paradoxically 
enough, it's an immensely enjoyable 
experience, and you find you're itch¬ 
ing to play again. 

The objective of Theme Park is to 
build and maintain a thriving fair¬ 
ground, and get droves of people to 
turn up and have a good time. You 
want them to spend as much money 
as possible, and hey... that 
means ripping people off. 
Okay? The main aspect of 
l park design is layout, 
I with which you're free to 
fool around - it's the 
biggest Lego set you 
‘ . could ever wish for. 
r In designing the park 
you lay paths and 
position rides, queues, 
stalls and features. Open up and 
along come the little people, eager to 
explore and with a fist fulla dollars. 

Needs and urges 

Every guest to your park has a 
sophisticated set of needs and urges, 
which they communicate to you in 
various ways. Mostly it's using 


The internal cheat in Theme Park is 
one for all those players who crave 
instant gratification. When asked to 
enter your nickname, give: horza. 
Now when playing, you can press 
[Ctrl] with [C] at any time to get extra 
cash. Or try pushing [Alt] with [Z] and 
[Shift] with [Z], to give you every ride 
and shop. Happy now? 
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SimCity 2000 





£39.99 Maxis » 0171 490 2333 


James Binns has a dream. A city 
of his own, where people will 
stop calling him names and erect 
statues of him. Now it’s reality. 


T he original SimCity game 
was a phenomenal success, 
and in part responsible for 
creating a whole new genre of game 
design. When its long-awaited 
sequel turned up, many claimed that 
all Maxis had really done was look 
at the old game 
from a different 
perspective - an 
isometric one. But 
no, these whining 
pundits were terri¬ 
bly wrong. 

Town-planning 
may not sound like 
the most thrilling 
of occupations, but 
when you play 
SimCity 2000, it 
suddenly assumes 
a position of importance in your life. 
Town-planning as a hobby? 

For those unfamiliar with the 
SimCity games, they involve taking a 
virgin piece of land and defiling it 
with roads, buildings, parks, power 
stations, sewers and other such vital 
detritus of human life. Construction 
is mostly based around zoning areas 
for residential, commercial and 
industrial districts. Design an attrac¬ 
tive enough city and people will 
move there, enabling you to swell 
your coffers and, you guessed it, 
build some more. 

Quality of life 

Then there are the finer points of 
life. A fully functioning transport 
system, education, police and leisure 
facilities are all essential for creating 
a habitable city. And there are liter¬ 
ally hundreds of other elements to 


Floods and fires are 
relatively painless 
compared to the 
bizarre horrors of 
rampaging alien 
monsters... 


juggle and fine-tune. Are you 
thrilled yet? No? If not, that'll be 
because you haven't actually played 
the game. 

The attraction of SimCity 2000 
lies in the sheer joy of creation. Yes, 
a successful road layout can be as 
fulfilling as punc¬ 
turing a zombie's 
chest with a suck¬ 
ing chest wound in 
Doom. Constr¬ 
uction, rather than 
destruction... it's 
all very Zen. 

It helps that 
the interface is 
easy to use and 
largely intuitive. 
Although you'll 
spend your first 
few games in utter bemusement, 
wondering why no one wants to live 
in your city and why nothing works 
properly, once you've gfasped the 
basics it's up and up. 

Isometric dreams 

The now-ageing, but still entertain¬ 
ing SimCity Classic had many 
the planning elements of its big 
brother, but was about 
interesting to watch as 
crossword puzzle. Maxis has 
brought its new world bang 
up to date, with 
detailed high-res buildings, 
viewed from an isometric perspec¬ 
tive. There are tonnes of different 
structures and lots of other nice 


ETEBEfr , 


When money’s too tight to mention, 
you can always boost your ailing 
coffers by holding [Shift] and typing: 
funds. Easy as that. 


touches - for example, if a building 
survives over about 150 years it 
becomes an ornate, antiquated his¬ 
torical building. 

SimCity 2000 motivates you by 
offering smart rewards for quality 
play. Get your population up to 
60,000 and the military move in 
build a base. Hit 120,000, 
and arcologies appear - these 
are huge, fully functioning 
mini-cities, housed in towers, 
with their own law-enforce- 
and health care. Pardon the 
pun, but if you've got an ology, 
you're really somebody. 

But don't rest on your laurels. 
Even for the most talented player 


there are always disasters lurking on 
the horizon. And make no mistake. 
Floods and fires are relatively pain¬ 
less compared to the bizarre horrors 
of a rampaging alien monster. 

The ultimate testament to the 
depth and potential of SimCity 2000, 
perhaps, is the revelation that Ken 
Livingstone MP is a big fan. We may 
never know how many joyous hours 
Red Ken has spent creating a 
Socialist utopia, proving beyond 
doubt that all his theories actually 
work, but one thing's for sure - 
SimCity 2000 is utterly absorbing, 
and a real joy to play. A must for 
every PC games collection. (Si 

SimCity 2000_ 

Minimum system: 4Mb; SVGA; 386; hard 
disk (4Mb); mouse 

Optional extras: AdLib; Sound Blaster 
or Roland 

For: Pleasingly detailed graphics • 
Absorbing concept • Easy-to-use 
interface • Almost infinitely playable 
Against: Weeelll, you’ll need a high 
spec PC to get the most out of it 

PCF Rating 91% 
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Outpost 

£44.99 Sierra a 01734 303171 



Build your own space colony up from 
scratch - the NASA way. 


OUTPOST WAS A FANTASTIC 
disappointment. All the elements 
were there for a top game, based 
around colonising other planets. It 
was released about the same time as 
the massive asteroid collision with 
Jupiter (you can't buy marketing 
muscle like that), and the involve¬ 
ment at a high level of NASA bigwig 
Bruce Balfour lent the game even 
more authenticity. 

Outpost's story line is based 
around the end of all life on Earth 
and the efforts of a plucky group of 
colonists to terraform a new world. 
You control the building of the 


colony, designing the layout and 
managing the extremely scarce 
resources. As an edutainment pack¬ 
age Outpost works very well, but as a 
game, it's marred by the hard fact 
that there are only two ways to build 
a space colony. Getting it right 
means following a fairly rigid model 
if you hope to survive and getting it 
wrong means using enthusiasm and 
imagination in the name of fun! 
Minimum system: 4Mb: VGA; 25MHz 386; 
CD-ROM drive; hard disk (5Mb); Windows 3.1 
Optional extras: AdLib; Sound Blaster; 
Roland; mouse 

PCF Rating 60% 



Described by some as SimCity in space, 
others found the game unplayable. 


SimCity Classic 



CAN'T HELP BUT GET ALL DEWY- 
eyed over this one. The original 
SimCity modestly stuffed the word 
Classic into its title, and there wasn't 
a murmur of discord. This game 
really is a classic. The game which 
really got the ball rolling for town- 
planning games - who'd ever have 
believed it could be remotely enter¬ 
taining. 

Sims, for the ignorant folk 
who've been languishing in an igno¬ 
rant bed of their own making, are the 
little people who you have to make 
happy. You do this by zoning areas 
and creating a communications net¬ 


work and all the 
necessary public 
utilities and ser¬ 
vices for a stable 
society. We love 
it, and now it's 
budget you 
really have no 
excuse not to go 
and grab 
the earliest 
opportunity. 
Minimum system: 640K; EGA; 286; hard 
disk (2Mb) Optional extras: AdLib; Sound 
Blaster; Roland; mouse 

PCF Rating 84% 



As mayor of SimCity it’s up to you to 
balance the books and pile up the cash. 
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SimCity CD 


£49.99 Interplay « 01865 390029 




Interplay have kept the basic playability of 
SimCity and enhanced it with video clips. 

HERE'S A GREAT IDEA. GET 
hold of one of the best games ever 
and bring it bang up to date, push¬ 
ing the limits of the very latest 
technology and 
lavishing money 
on it. That 
would have been 
a great idea 
wouldn't it? You 
could call 
something like 
SimCity 2000 and 
people would go 
crazy for it. 

SimCity CD is 
not that game. 


Instead, Interplay decided to 
take SimCity Classic (in the month it 
was first released on budget... bad 
timing or what?) and add video 
clips for the in-game messages. 
While these FMV snacks are 
crunchy, tasty and well filmed, ulti¬ 
mately this is the most blatant fluff 
and filler ever to grace a PC. Still 
can't fault SimCity on gameplay, but 
how about on price? Fifty quid? 
Don't make me laugh. 

Minimum system: 2Mb; SVGA; 386; CD- 
ROM drive; mouse; hard disk Optional 
extras: AdLib; Sound Blaster; Roland 

PCF Rating 60% 


Dune 2 

The Battle of Arrakis 

£35.99 VIE ® 0181 960 2255 



Even if you’re not familiar with Herbert’s 
Dune mythology, you’ll still like the game. 


LET'S BE HONEST. THE DUNE 
movie was a pile of cack, but we're 
willing to forgive David Lynch that 
one little indiscretion on an other¬ 
wise spotless record. Erm. Better 
start talking about the game. Dune 2 
is an outstanding mixture of strategy 
and action. If we could summarise 
the plot of Frank Herbert's epic saga 
in a few words then we certainly 
wouldn't be stuck in Bath reviewing 
computer games. Let's just say it's all 
about The Battle for Arrakis. 

And what a battle it is. Fast, hec¬ 
tic, chaotic and thrilling. If it was a 


Sim game, then it would be called 
SimWar - not only do you have to 
build up structures and mines, but at 
the same time you need to defend 
your bases and wage war on the com¬ 
petition. The presentation throughout 
Dune 2 is slick and polished, as are 
the sound effects and music. Both 
conspire to create a riveting and fun 
gaming experience. A chance to cre¬ 
ate as well as destroy... very zen. 
Minimum system: 640K; VGA; 286; hard 
disk (9.5Mb) Optional extras: AdLib; Sound 
Blaster; Roland; mouse 


PCF Rating 86% 



Spice mining is a very competitive 
business. In fact, it’s absolute murder. 
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Colonization 


£44.99 MicroProse ® 01454 326532 


After Civilization, it’s time for a 
spot of Colonization . Why can’t 
people stop evolving and have a 
rest, asks James Leach. 



A fascinating and 


T hey sailed away one sunlit 
day, to another man's land 
that was far away. They stole 
that land from the people there, and 
they called that land America." 

So sang Steeleye Span. But forget 
the moral and PC (that's Politically 
Correct) issues here. And forget 
those old-fashioned folkie bands 
- this is no time for sentimental¬ 
ity. You, as the leader of a band 
of New World settlers, 
give it your all and make a go of 
it. You land on the East Coast 
with pioneers and 
soldiers, and set up 
a thriving colony, 

:“„„ 8 rr absorbing game, 

roundings, finding 
things worth trad¬ 
ing, and either 
exporting them 
back to Europe, or 
trading them with 
the indigenous 
population. Or Red 
Indians, as they 
were better known. 

The game (at 
this stage) is simi¬ 
lar to Civilization. 

In fact, if you're a fan of Civilization, 
you might actually think you've 
been ripped off with this one. But 
give it a chance and you soon experi¬ 
ence its varied richness. Which 
might sound like blurb from the box, 
but it's actually true. Colonization is a 


which enables you 
to delve into the 
minute lives of your 
settlers, changing 
and overseeing 
every last detail 


fascinating and absorbing game, 
which enables you to delve into the 
minute lives of your settlers, chang¬ 
ing and overseeing every last detail. 
Production and trade expand 
your colony, and the range of 
ft goods you can utilise is 
immense. Clothing, crops, furs 
and muskets are just a starting 
point. It's important to be effi¬ 
cient and make the best use of 
your natural surroundings. If 
your settlement is in a wooded 
i, cutting it all down to cre¬ 
ate farms is 
labour-intensive 
and wasteful. 
Better to pick, er, 
conkers and 
export them to, 
urn, Wales? 


State of 
independence 

But eventually 
you get to the 
stage where you 
have several 
settlements, all 
linked by trade 
routes. Attacking 
or disturbing the 
existing Indian settlements earns 
you demerits, but trading with them 
is certainly A Good Thing. And if 
your little pioneering characters are 
happy enough, they soon encourage 
more intrepid recruits from the Old 
Country - people who are useful 




sources of labour, and who may 
even have some useful skills. 

But it's after you've made a suc¬ 
cess of your colony that the real 
problems start. Your people want 
liberty. In fact they demand total 
autonomy from England (or Spain 
or wherever they're from). Now you 
need an army to repulse your erst¬ 
while countrymen when they come 
storming across in their ships to 
teach you a lesson. 


You’re getting fixated... 

Colonization is a wonderfully addic¬ 
tive game. The graphics aren't 



You can’t please all the people all the 
time, so gang up on them and kick 
some colonial arse. 


incredibly sophisticated, but then 
that's a criticism that was also lev¬ 
elled at Civilization, and despite that 
it remains a supremely marvellous 
piece of software. 

Just one tiny niggly point, 
though - the manual varies some¬ 
where between poor and totally 
useless. But this doesn't matter, 
because the game contains a 
Colonizopedia, which gives you vast 
tracts of information at the click of a 
button. If you have the time (and 
you will need a bulging sack of free 
time), dip into Colonization. You 
won't regret it. <2» 

Colonization 

Minimum system: 1Mb; VGA; 386; hard 
disk (5Mb) 

Optional extras: AdLib; Sound Blaster; 
Roland; mouse recommended 
For; Complex but easy to grasp • 
Packed with lovely details • 
Historically accurate 
Against: Poor manual • Graphics 
aren’t dazzling 


PCF Rating 89% 














Strategy games round-up 




Civilization I Civilization 


for Windows 

£44.99 MicroProse 
W 01454 326532 

I THE ADDED 
1 Windows capabil- 
5 ity makes the 
already excellent 
j Civilization even 
I better, and much 
accessible. 
‘ You need a 
25MHz 486 at 
least, to do away 
with the tedious 
pauses every time the program tries to calculate 
exactly what's going on with your empire, but if 
you don't have one it won't spoil things too much. 

The only real advance is that you can now 
choose the real world as a scenario, which means 
that although you still have to explore, you're 
likely to have a fair idea of what you'll find. It's a 
neat touch, and adds to a remarkable game. 

Minimum system: 4Mb; VGA; 386; hard disk (8Mb); Windows 
3.1; mouse Optional extras: Windows-compatible AdLib; 
Sound Blaster; Roland. 

PCF Rating 86% 


£44.99 MicroProse « 01454 326532 



then? M-l-C-K-E-Y M-O-U-etc. 


STARTING OFF IN 4000BC, 
you have the chance to do 
something nobody has yet man¬ 
aged in real life: turn a colony 
of settlers into a happy, thriving 
civilisation capable of curing 
cancer, banishing nuclear 
weapons and, ultimately, leav¬ 
ing Earth and heading off for 
pastures new. This is done by 
exploring your world, setting 
up cities and dragging your folk 
through time to a stage 
where they're technologically 
advanced. Chariots and spears 
give way to cavalry, infantry, 
tanks and aircraft carriers. 


I : ~g'- I 


kuncy 




It's immensely addictive. 

As you build your 
empire you must keep 
your people fed and 
happy, while battling From 4000BC 
the attentions of the beyond all in o 
other tribes (controlled by the numbers of foes 
PC). Juggling your time 
between overbearing military 
aggressiveness, and domestic 
affairs like road or rail construc¬ 
tion, is the key. As you progress 
you can sign peace treaties with 
your neighbours, or you can 
just pound them to dust with 
your catapults, cannons or 
nuclear missiles. Your choice. 

Exploration, exploitation 
and sheer megalomania all play 
a part, and once you start play¬ 
ing it's nigh-on impossible to 
tear yourself away. And much 
of the credit for this can be laid 
squarely at Sid Meier's door. 

There are several scenarios 
to play, with randomly gener¬ 
ated worlds and varying 


quell, and 
although the graphics aren't the 
best seen on the PC it doesn't 
matter when the gameplay is 
this good. Start up a game, get a 
few resources flowing in, build 
a navy, and you'll still be play¬ 
ing hours later, when everyone 
else has gone to bed. 

Civilization is rightly hailed 
as a classic strategy game. It's 
simple enough to understand, 
yet complex enough to tax the 
mind, and it's immense fun. 
Rejoice. Or better still, rush out 
and grab a copy. 


PCF Rating 85% 


A-ltain 

£39.99 MicroProse 
« 01454 326532 



LIKE 






I GAMES 
SimCity are all 
| very well if you 
I like metropolis- 
j building, but 

! real love 
transport 
terns that 
underpin it? 

No, don't turn 

the page with that bored expression, read on. A- 
Train plays a surprisingly enormous amount 
better than the name implies. 

The idea is to create a transport network that's 
efficient, reliable and keeps everybody happy - 
including you. You achieve this by connecting all 
the points that need connecting (resources, people 
centres, that sort of thing) and getting the maxi¬ 
mum loads shifted for the minimum effort. 

It's all far more high-tech than Railroad Tycoon 
and, as such, is a slicker game to play. But it still 
manages to retain those all-important elements of 
playability and addictiveness. 


PCF Rating 81 % 



Railroad 

Tycoon 

£16.99 Action Sixteen 
« 0276 884959 

OKAY. FORGET 
fiddling with 
model trains in 
® your attic and do 
— the job properly. 
Starting with a 
country with no 
transport net¬ 
work, you must 
link towns and 
resource centres together with your rail system. 
Buy and run trains, and shift goods and passengers 
around efficiently and for a maximum profit. The 
game has all you need for hours of brain-teasing 
loco-economic strategic fun, and you'll be hooked 
as soon as you work out what's going on. 

It's not just for train buffs. You're running a 
business with clear objectives and nice, cosy prob¬ 
lems. Once you master it, you'll forgo meal-times, 
preferring to advance just a little further. 

Minimum system: 512K; CGA; > 
extras: AdLib; Sound Blaster; Roll 

PCF Rating 81 % 


Railroad 
Tycoon Deluxe 

£39.99 MicroProse 
® 01454 326532 

MUCH AS 
Railroad Tycoon 
is fun, addictive, 
complex and 
challenging, it 
does leave 
|J something to be 
desired in the 
graphics stakes. 
Recognising that 

people now demand more, MicroProse has added 
lots of SVGA digitised screens to this new version 
of the game whenever anything noteworthy 
appears, as well as improving the graphics all 
round. And there are plenty of sound samples in 
evidence as well. 

Most importantly, however, there's now the 
option to play scenarios in Africa and South 
America. This is essentially the same solid game, 
but with a few cosmetic improvements. ® 



With the original costing £16.99, 


Optional ei 

PCF Rating 74% 
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God games round-up , 


The Settlers Populous 


£39.99 Blue Byte « 01727 868005 


£12.99 The Hit Squad « 0161 832 6633 


IN THE SETTLERS, THE IDEA, 
unlike Colonization (page 73), is to 
beat another player, or the PC. That's 
the main difference - apart from that 
the games are surprisingly similar. 
The Settlers features 24 different build¬ 
ings, 25 different types of settler and 
26 things to produce, which makes it 
deep and complex, but rewarding. 


The game is played in sce¬ 
narios, in which you must j 
establish effective settle¬ 
ments, get production up ; 
and build efficient road sys¬ 
tems, among other things. 
Sounds boring but it's actu- j 
ally engrossing in the ; 
extreme. You can elect to co- 
exist alongside your foe for j 
a certain amount of time, 
but when things get sticky 
you'll want to strengthen 
your borders, which takes j 
time and diverts manpower j 
from vital tasks. 

The Settlers is a huge game, with ; 
scenarios too numerous to mention, j 
and it's all incredibly cute. The SVGA j 
version is a boon in two-player j 
mode, because the screen can be j 
divided in two, enabling you both to ; 
see as much as possible of the map. 

Just a couple of criticisms. The ; 
SVGA mode reduces the size of ; 
many of the icons, and you develop 
eyestrain trying to see the blighters. 
Oh, and there are too many of them. 
Clicking is certainly the order of the j 
day. But apart from that. The Settlers ] 
is a worthy game, and just perfect for 
those long winter evenings. 

Minimum system: 4Mb; VGA; 386; hard 
disk (4Mb); mouse 

Optional extras: AdLib; Sound Blaster; 
SVGA (486 recommended for SVGA mode) 

PCF Rating 85% 


ONE OF THE FIRST GOD GAMES 
ever, and still a great play. You 
control a tribe of people who you 
must nurture until they've swelled 
to a number large enough to defeat 
their enemies. And you can help 
them in this task by making their 
tribal foes the targets of all manner 
of god-like acts. Earthquakes, fire, 
flooding and other nasty biblical 
events are all yours, if you bide 
your energy, that is. 

There are hundreds of worlds to 
play through, and your strategies are 
forced to change as you encounter 
all manner of situations. Islands, 
archipelagos and massive continents 
are soon all covered with the bad 
guys, and you have to deal with 
them. It's exciting, it's unique (well 


it was when it first came out) and it's 
still smashing. The game that really 
made a name for Peter Molyneux 
and Bullfrog. 


PCF Rating 78% 


Utopia 

£29.99 Gremlin 
01742 753423 

Another god game, only this time it's 
set in space. You land on a new 
planet, and must set about making it 
lovely and worth living on. You need 
to build all the life-support systems, 
control centres and other trivia, 
much like all god games. 

But once that's done, you're 
faced with a dilemma. There are 
hostile aliens around and they don't 
take too kindly to your foreign 
ways. Do you want to be content 
with your lot and live in harmony 
with them, or do you attack and 
beat the crap out of them? 

Only you can decide. But here's 



Take on an alien race with a massive 
assortment of hi-tech hardware - exter¬ 
minate the vermin from their own planeti 


some advice: attacking is far more 
fun. Once you've wiped out the foe, 
then you can make your people 
happy by giving them the odd lux¬ 
ury. Get the quality of life above 90 
per cent and you're laughing. This, 
by the way, is a great game. 

Minimum system: 640K; EGA; 286; 
hard disk (4Mb) 

Optional extras: AdLib; mouse 

PCF Rating 70% 


Powermonger 

£14.99 The Hits Squad ® 0161 832 6633 


PRODUCED BY THE SAME CHAPS 
that did Populous, this game differs in 
that it's far more military in its outlook. 
Instead of tribes, it has armies. And 
battles are therefore more common. 

There are 195 territories to con¬ 
quer. Your generals must look after 
their forces, inventing new weapons 
and generally keeping them at full 
strength if they're to succeed in con¬ 
quering all. This may involve some 
poncy trading but don’t fret - violence 
is the main course on the menu. 

In feet, although attacking is inte¬ 
gral to the game, you soon leam that 
the best approach is to trade and 
invent before you launch an attack. 
Only then can you get stuck in. 



One down, 194 new territories to 
conquer. A fighting man’s work Is never 
finished. Especially in this huge game. 


Minimum system: 640K; EGA; 286; mouse; 
hard disk (2Mb) Optional extras: Sound 
Blaster; Ad Lib 

PCF Rating 73% 
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Chess 

Games 

All chess games are the same, 
right? Wrong. The games them¬ 
selves are virtually the same, but 
it’s the fluff and filler that marks 
the difference between a Nigel 
Short and a Nigel Benn. 

Kasparov’s Gambit 

£49.99 Electronic Arts « 01753 549442 


Chessmaster 
4000 Ttirbo 


£34.99 Mindscape ® 01444 246333 



Very attractive, but hard to understand. 

IT'S A CHESS GAME. ERM. WE 
like this one, because as well as a nice, 
intuitive front end, it also features a 
tutor who advises on moves in clear 


and even explains why 
they may be good moves. None of 
that arcane and barbaric chess 
notation that only true chessies 
will ever understand. There are 
tonnes of bonus features stuffed in 
as well, including the chance for 
modem play and the ability to cus¬ 
tomise a PC opponent to pretend 
to play like someone else. Slightly 
let down by its gloomy graphics 
and poor choice of font. 

Minimum system: Windows 3.1; 4Mb; VGA; 
486; hard disk (12Mb); mouse Optional 
extras: AdLib; Sound Blaster; Roland 


PCF Rating 82% 


Star Wars Chess 


£49.99 Mindscape ® 01444 246333 



HERE'S 
ANOTHER 
chess 
game. Erm. 
Except this 

with the 
novelty of colourful animations 
every time you take a piece. That's 
every time you take a piece. Not if 
you do a good move, or a bad move 


for that matter, just if you get to kill 
something else. This minute of car- 
toony fun will actually break your 
train of thought making the tactical 
side of the game almost unplayable. 
You'll end up switching to the over¬ 
head view - so what's the point? 

Min system: 640K; VGA; 386; 1Mb; EMS; 
hard disk (13Mb) Optional extras: AdLib; 
Sound Blaster; SVGA and mouse 

PCF Rating 65% 


IT'S A CHESS GAME. ERM. WELL, 
it's more of a Franklin Mint Collector's 
Edition in fact. It's all very clever you 
see, because they've taken a decidedly 


SURPRISE! 

of chess. 
Except this 
one has 
taken the 
bizarre 
option of making both side's 
pieces almost indistinguishable by 
colouring them differing shades of 


average and limited chess engine 
and stuffed some Star Wars graph¬ 
ics on to it. The stormtroopers don't 
exactly storm however; they 
appear to prefer plodding terribly 
slowly if you use the animations. 
The death moves are amusing and 
detailed at first, but if you actually 
want to play chess and not just ogle 
graphics then avoid this one. Buy a 
Star Wars video instead. 

Min system: 4Mb; VGA; 33MHz 386; CD- 

ROM drive; Windows 3.1 Optional extras: 

AdLib; Sound Blaster; Roland 

PCF Rating 48% 


gold, rather than the obvious black 
and white. What could they have 
been thinking? The completeness 
comes in the form of a huge data¬ 
base of chess games, but at the 
end of the race, this is sadly an 
also ran. 

Min system: 640K; CGA; XT; hard disk 
(3Mb) Optional extras: mouse 

PCF Rating 78% 



Hello Sir. Garry Kasparov. The face of chess. 

IT'S A CHESS GAME. ERM. BUT 
this one has Garry Kasparov's name 
written on it. Gazza teaches you the 
basics of the game, right from the 


opening moves through 
to the end game - or 
rather, a digitised image 
of Gazza with a smatter¬ 
ing of speech and lots of 
lumpy black letters do. 
The tutorials are well 
designed, but let down by 
their presentation; you'll 
really need SVGA to get 
the best out of it. 
Ultimately this one's a bit 
too clunky to make it as a 
world champion. 

Minimum system: 2Mb EMS; VGA; 386SX; 
hard disk (1.1 Mb) Optional extras: AdLib; 
Sound Blaster; Roland; mouse rea 

PCF Rating 78% 


Battlechess 4000 

£34.99 Electronic Arts « 01753 549442 


The Complete 
Chess System 

£34.99 Oxford Softworks * 01993 823463 

















Football management games round-up 


On the Ball 

World Cup Edition 


£34.99 Daze Marketing « 0171 490 2944 



HERE'S A GAME THAT TACKLES 
(sorry) a hitherto unexplored part of 
football management - the comedy 
aspect - although whether this is 
intentional or not is hard to fathom. 
Despite calling itself the World Cup 
Edition, none of the players that were 
present in that competition are rep¬ 
resented here, though there is a 
rather fiddly editor with which you 
can change names. Indeed, most of 
the interesting events in this 
German-produced game occur off 
the field. As the manager, you have 


your Ferrari stolen, are caught 
on the job with some bimbo in 
your hotel room and are fre¬ 
quently the star of tabloid 
scandals. Even more strangely, 
planning your daily itinerary 
acquires a major importance. 
This is a game that frivolously 
turns number-crunching into a 
laff. As a simulation it's lacking, 
but the fun element is there. 
Minimum system: 4Mb; VGA; 386; 
Optional extras: AdLib; hard disk 
(12.4Mb); mouse 

PCF Rating 81% 



Footbal managers are renowned for 
their high fashion wardrobes. 


Tactical Manager 

£34.99 Black Legend ® 01438 840004 



AS ITS TITLE MIGHT SUGGEST, 
Tactical Manager is more concerned 
with the actual playing part of foot¬ 
ball than the financial side. This is 
entirely commendable, as there are 
few games that pursue such a tack. 
Unfortunately, the game was devel¬ 
oped on the Amiga and it shows. 
The graphics and overall presenta¬ 
tion are extremely poor and the 
manual is almost incomprehensible, 
thanks to the original Amiga manual 
not having been changed to take 
account of the different interface 
used by the PC. Having said that, 
the game is well worth getting to 
grips with. The tactical aspects of 


footy are well represented and 
there is an excellent editor with 
which, uniquely, you can edit 
statistics. This could be seen as a 
cheat, but as usual in such cases, 
the only person you would be 
cheating would be yourself. 
Tactical Manager is also one of 
the few games of this type that 
supports play-by-mail leagues. 
If they ever get around to pro¬ 
ducing Tactical Manager 2, 
specifically for the PC, then 
watch out - it could be huge. 

Min system: 04OK; VGA; 286; hard disk 

(20Mb); mouse Opt extras: Sound Blaster 


PCF Rating 80% 



What on Earth does that mean? What 
kind of services are we talking about? 


Premier 
Manager 2 

£34.99 Gremlin « 0114 275 3423 


Championship 
Manager ’93 

£29.99 Domark ® 0171 490 2944 



Id be a good 




IF CHAMPIONSHIP MANAGER IS 
aimed at the hard core football fan, 
then Premier Manager 2 is targeted at 
the more casual supporter. 
Manchester Utd followers, perhaps? 
The title is something of a con; in 
fact you are forced to start off man¬ 
aging a non-league club, using 
players who are unlikely to attract 
the attention of the piranha-like 


agents who currently feed off the 
game. The object here is to work 
your way up the divisions. 
Unfortunately, much like most of 
the genre, the sound and presen¬ 
tation are poor. 

In Premier Manager 2 you 
e really more a chairman than 
manager. In addition to team 
I selection you also have to worry 
I about such mundane trivia of 
1 organisation as the cost of pies 
and getting on with flogging 
advertising space. If you're more 
interested in the running of a foot¬ 
ball club than in football itself, this is 
the game for you. If, however, 
you're a bit of a footy action freak, 
you'd be better off with something 
like Tactical Manager. 

Minimum system: 640K; EGA; 286; mouse 
Optional extras: AdLib; Sound Blaster 

PCF Rating 78% 



BIT OF A CONTROVERSIAL ONE 
this. PC FORMAT were completely 
turned off by what we considered to 
be statistic-driven drivel, lacking 
enthusiasm, pace or excitement. 
Maths-heads love it however, and 
can't seem to get enough - a fact 
that's reinforced by the enduring 
popularity of the update disks which 
keep coming out to keep the game 


current. Championship Manager is 
a bad game mostly because of 
the very human failing of impa¬ 
tience. Firstly there's the utterly 
tedious period during which the 
data set is established. Around 
20 minutes. Secondly, the pre¬ 
sentation of results is dreadfully 
slow, with an absurd on-screen 
simulation of Grandstand's vide- 
printer. Finally the speed with 
which you move from one menu 
to another is so sluggish that 
you'll actually think twice before 
changing screens. It's just sooooo 
slow that you'd be better off taking a 
course of Valium and listening to 
some ambient house. That should 
slow you down just as well. <3> 

Min system: 640K; VGA; 286; mouse; hard 
disk (4Mb) Opt extras: AdLib; Roland 

PCF Rating 39% 
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Battle Isle 



£39.99 Blue Byte ® 01438 840004 



WAR GAMES ARE TOUGH TO 
play, slow, unrealistic and certainly 
not exciting, yes? No. Look at Battle 
Isle 2. It's fast, furious, complex and 
incredibly exciting. Battle Isle (PCF 8, 
87%) was a great start, but in creat¬ 
ing the new version Blue Byte 
tweaked just about everything and 
made huge improvements to the 
whole game. Most of the game is 
played on a vertically-viewed map 
of the battle area, divided into the 



Well hey, thanks baldy. No thanks to 
you though mate. 


traditional wargamers favourite, 
hexagons. You move your forces 
around this map, taking a pop at the 
enemy whenever he gets close. 

A vast amount of strategy is con-, 
tained therein. You must be careful 
not to expose your most important 
forces to attack, yet you can't afford 
to leave them out of the battle. It's a 
fine balance, and it all takes place 
quickly enough for you to see the 
battle unfolding in front of you in an 
exciting way. 

Predictable but fun... 

Although you have air-power, 
ground units of vastly differing 
capabilities, and even a navy in 
many of the scenarios, it's incredibly 
simple to move your forces around 
the map. Simply pointing and click¬ 
ing achieves everything you want, 
and it's so intuitive that after only a 
few moves, you find yourself con¬ 


centrating solely on the game rather 
than on how to play it. 

Every time your forces clash 
with your opponent, marvellous 3D 
battle sequences occur. For the most 
part you know what the outcome 
should be (having weighed up the 
relative strengths of each side), but 
this doesn't detract from the plea¬ 
sure of watching the combat scenes. 

Being set in the future and in 
another world. Battle Isle 2 even 


gives you digitised pictures of the 
unusual weaponry you're com¬ 
manding. It's a nice touch that's not 
strictly necessary but gives the game 
atmosphere in massive lungfuls. 
Wargame fans just can't do without 
this game. 

Minimum system: 4Mb; VGA; 386; CD- 
ROM drive; hard disk (7Mb) Optional extras: 
AdLib, Sound Blaster, Roland; mouse 

PCF Rating 88% 







Battle Isle 93 

£25.99 Blue Byte ® 01438 840004 


scenarios 
with respect, but the 
knowledge you accrue 
from each battle teaches 
you the formations and 
defensive positions to use in 
the next. After that it's down to 
individual flair and leadership. 
Well, perhaps not leadership, but 
Battle Isle 93 is the sort of game that 
could set you dreaming. <2> 


PCF Rating 
77% 


YOUR FORCES ARE STRANDED 
on a distant moon, and they've got 
to fight for their very survival. It's a 
scenario that should light up the 
eyes of Battle Isle fans, who know the 
sheer joy of engaging the enemy 


with tanks, rockets, infantry and, 
ooh, everything else you could pos- 

Being the older game. Battle Isle 
93 doesn't have the scope of Battle 
Isle 2, and the graphics aren't quite 


as sophisticated. But 
all the gameplay is 
there, and you still 
tend to get utterly 
engrossed in the strategy 
and tactics that unfold in 
front of your eyes. 

The first few missions are fairly 
simple skirmishes, but the real war¬ 
fare begins once you've got a grip on 
what's going on. Even huge battles 
don't take forever, because the con¬ 
trol system is just so usable - 
clicking, pointing and moving 
the cursor is all you need to 
do. Everything else is done 
for you. Stats are presented 
in a neat form, and there's as 
much or as little detail as 
you choose to think about. 

It's a tricky game, and you 
quickly learn to approach new 





















Harpoon and Designers’ Series 2 reviewed 


Harpoon 

£16.99 Action Sixteen ^ 01276 684959 


SET IN THE MODERN DAY, 
Harpoon is one of those war games 
that makes a point of cramming as 
much real-life detail in as possible. 
So a couple of years at Plymouth 
Naval Training College is a distinct 
advantage. But if you're prepared to 
read the manual and you have the 
right number of chromosomes you 
should be able to master the game's 
controls and subtleties in a sitting. 

You must first get to grips with 
commanding your fleet. You can do 


virtually anything you want, such is 
the level of control, so unless you're 
paying close attention it's easy to 
neglect vital tricks (like reminding 
your men to watch out for attack, 
seeing as they're at war and every¬ 
thing). But once you've got 
everything where you want it, you 
soon reap the rewards. 

The combat (when you get to it) 
takes place in real time, which means 
that you don't have the luxury of 
pondering what to do when it's your 




'turn'. Modem naval warfare is a 
curious mixture of slow, unwieldy 
vessels moving ponderously around 
a map, and incredibly fast missiles, 
guns and torpedoes flashing around 
like despatch riders in central 
London. There's a strong tactical ele¬ 
ment in the fighting, which contrasts 
brilliantly with the strategies you 
have to adopt during the 'sailing 
around' bits. 

Surprisingly the strategic sections 
aren't boring, because the astonishing 
attention to detail keeps you busy. But 


when the skirmishes occur, you find 
your pulse racing as you furiously 
manoeuvre and counter-manoeuvre 
to stay that vital step ahead of your 
foe. It really is exciting stuff. The only 
point to bear in mind is that the more 
you know about modem maritime 
weapons systems, the more you'll get 
out of Harpoon. 

Minimum System: 640K; EGA; XT; hard i 
disk (3.5Mb) Optional extras: AdUb; 

Sound Blaster; Roland; mouse 

PCF Rating 78% 



Harpoon Designer’s 

££=■ ® PI DC 9 

lllfl |||y £■ 


£24.99 Electronic Arts « 01753 549442 


HOW ABOUT 48 COMPLETELY 
new Harpoon scenarios to blast 
your way through? It'll take you 
ages to get through them (some 
are immensely tough) but if you're 
still not happy. Electronic Arts 
will chuck in a massive and com¬ 
prehensive database packed with 
details about equipment, features 
of naval units and a useful 
tactical guide. 

It's the attention to detail that 
makes Harpoon (and this Designers' 
package) so great. You don't need 
a particularly vivid imagination to 
believe you're actually there (on 
the sea bed, that is), and the 
amount of information the game 
bombards you with is a dream 


come true to many, although if 
you don't know or wish to know 
about naval warfare, it's more of 
a nightmare. 

Harpoon Designers' Series 2 is 
highly recommended, but you'll 
have to be a real Harpoon fanatic to 
gain the most from it. You'll be at 
your keyboard for ages getting 
through its 48 highly detailed mis¬ 
sions, so get some coffee ready. 


PCF Rating 78% 















UFO: Enemy Unknown reviewed 
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UFO: Enemy 
Unknown 

£44.99 MicroProse ® 01454.326532 


Run away! Aliens are coming! Hide! Or better still, 
quickly set up an anti-UFO base! James Leach gets 
all hot and bothered. 


T hings have come to a pretty 
pass. Aliens have decided to 
intervene in your affairs, by 
way of wiping you all out, and all 
that stands in their way is you, 
armed with a wad of cash from the 
governments of the world and a 
couple of planes. 

Setting up 

your anti-UFO Although things get 

laboratory is just 

one element of complex and rather 

the game, and an 
absorbing one it 

set up your mas¬ 
sive complex you 
might actually 
forget about the 
evil alien menace, 

so engrossing is it. But that would 
be a mistake. Was it not Napoleon 
who said, "Land battles 1 can han¬ 
dle, but aliens scare me rigid?" 

Possibly not. Anyway, once you've 
got yourself some defences, you're 
thrown into the intense turn-based 
combat of the actual alien fighting. 


taxing on the old 
grey matter, it’s 
worth plugging on... 


The two elements of the game - 
defence building and combat - 
really are married together in a 
dewey eyed kind of way. 

It works like this. Build a 
defence network capable of detect¬ 
ing the slimy otherworlders, then 
when they dare show their obscene 
faces you send 
out an intercep¬ 
tor. A tactical 
air battle then 
ensues, in which 
you must be as 
cunning as the 
next man. Except 
that there isn't 
one and you're 
on your own. 

Land combat 

Having forced down the UFO, you 
then find out where it's landed and 
send a load of tanks and infantry in to 
squish the unfortunate ETs. Except, of 
course, it's far more complex than that. 
The gits attack in waves instead, or try 
to sneak round your defences. 


As time goes on, you can adjust 
your defences and spend your dosh 
on better and more effective 
weaponry to take on the other¬ 
worlders. If you're shrewd you can 
keep up with their increasingly fren¬ 
zied assaults. If you're wasteful, 
they take over and subjugate every¬ 
one, but you have much more fun 
before your horrible death. 

UFO: Enemy Unknown is a 
strange idea that really works. And 
the more you play, the more you are 
able to do, which means that 
although things get complex and 
rather taxing on the old grey matter, 
it's worth plugging on with because 
you reap the rewards when your 
team of hard-working scientists # 
invent something spectacular in the 
fight against the bad guys. 

The only downside to the game, 
which can't be faulted as far as 
playability goes, is that the graphics 
and sound could have been uprated 
further to make it more appealing. 
They do the job more than ade¬ 
quately, but there is room for a little 



Some of the graphics in UFO are partic¬ 
ularly stunning. But not this one. 



Right lads, I want you to get in there 
and do the business. I’ll wait outside. 


improvement. But that's nit-picking. 
UFO: Enemy Unknown is a marvel¬ 
lous strategy game which succeeds 
in combining a strong tactical 
element with an engrossing story¬ 
line to great effect. <22> 


UFO: Enemy Unknown 

Minimum system: 2Mb; VGA; 386; 
hard disk (12Mb) 

Optional extras: AdLib, Sound Blaster, 
Roland; mouse 

For: Massive amounts of strategic 
fun • Lots to do • It's a huge game 
Against: Perhaps too huge • 
Graphics and sound could be better 

PCF Rating 82% “ 



IT/XlHFiff?* 


Tum-based war games might be a turn off, but UFO is as atmospheric as they < 


Hey, that’s you that is. And you’ve got a lovely new gun nestling in your hands. 














War games round-up 


SSN-21 Seawolf Space Hulk 


£44.99 MicroProse ® 01454 326532 

THE SEAWOLF IS THE LATEST 
nuclear attack sub, and it's yours to 
play with in this superbly realistic 
game. There are 32 missions for you to 
cruise through, ranging from smash¬ 
ing up convoys to hunting ICBM 
submarines. You must firstly master 
the sonar, which is the key to sub war¬ 
fare, even in this electronic day and 
age. Most of the game is played on an 
overhead map, which remains blank 
until you get positive sonar readings. 
There's also a rather impressive periscope view - steam in close to have a peep at 
the impressive looking enemy ships, but don't blame us if you get sunk. 

Minimum system: 2Mb; VGA; 386; hard disk (13.5Mb) Opt. extras: AdLib; Roland; Sound Blaster • 

PCF Rating 85% 


£44.99 Electronic Arts ® 01753 549442 

YOU CONTROL A SQUAD OF FIVE 
marines who are, like in Aliens, sent to 
all the worst places to do the clean-up 
jobs nobody else wants to do - involv¬ 
ing killing lots of aliens. Arm your 
men, and send them off to slaughter or 
be slaughtered. You can either see 
everything through the eyes of each 
marine as he picks his way carefully 
through the deserted ship or you can 
use the map. And when the aliens do 
strike, it's mayhem all round.The only 
thing wrong with Space Hulk is that many of the missions are too similar. A pity 
because the graphics, gameplay and sounds are spot-on. 

Min. system: 4Mb; VGA 386; hard disk (4Mb); mouse Opt. extras: Adi lb; Sound Blaster Roland 

PCF Rating 82% 




The Grandest Campaign 2 


£44.99 Mirage * 01260 299909 

MORE OF A GAME THAN A 
simulation. The Grandest Fleet is not 
only easy to get into, but a lot of fun 
too. There are several historical scenar¬ 
ios to play through, but a battleship in 
the Red Banner Fleet is much the same 
as the Invincible in the South Atlantic. 
The PC really does think out its strate¬ 
gies with Kasparov-like precision, 
giving the game much greater depth. 
However, it's let down by poor graphics and limited gameplay. 

Minimum system: 2Mb; VGA; 386SX; hard drive; (5Mb); mouse Optional extras: AdLib; Sound 
Blaster; Roland; SVGA; modem; null modem 

PCF Rating 76% 


£39.99 Empire * 0181 343 7337 

-prjp-i y— . . i i i — ■ pil m\ MODERN WARFARE COMES 

-k-Ff ^r Vour gunner reports: alive with Campaign 2. There's a vari- 

s B s fcglM T ^ I 51 ” i.uliHI et y scenarios, ranging from Korea 
to Kuwait, with the emphasis on scale 
and detail. Entire divisions of individ¬ 
ual units are represented, which is 
slightly confusing at first, but you 
soon get used to zooming in and out. 

The main units are tanks, but 
airpower is represented. You spend 
most of your time ordering your troops 
around on the scrollable main map, but 
you can take control of your tanks individually too. The 3D sections are disappoint¬ 
ing, though. Campaign 2 is an ambitious game and just about makes the grade. 
Minimum system: 2Mb; VGA; 286; hard disk (2Mb) Opt. extras: AdUb; Sound Blaster; mouse 

PCF Rating 74% 




l| INI. . I 



Starlord 


Great Naval Battles 


£44.99 MicroProse « 01454 326532 


£39.99 US Gold « 0121 625 3388 



<d 



YOU'RE ONLY A LORD, AND 
you've only got one planet. But you 
have plans to conquer the entire 
galaxy,- of course. So you roam 
around the universe with your fleet, 
either trading with or smashing up 
the other feudal-type folk who live on 
other planets. The combat takes place 
on hexes, but don't be too dismayed - 
you can watch the battles through the 
window of your imperial flagship if 
you want. The strategy side of the 
game is excellent, and it gets more compelling the more you play. If you can put 
up with the poor 3D combat bits you'll find an enthralling game underneath. 
Minimum system: 2Mb; VGA; 386; hard disk (11 Mb) Optional extras: AdLib; Sound Blaster; 
Roland; joystick; mouse 

PCF Rating 72% 



TAKE CHARGE OF EITHER THE 
Allied or the German naval forces in 
this large and impressive series of mis¬ 
sions and campaigns all based in the 
choppy waters of the Atlantic during 
World War II (well, up to 1943, any¬ 
way). The game has plenty of detail 
and is historically impressive. 

Unfortunately, it's let 
down by the weakness of the PC 
opponent. It's easy to out-think, 
and once you've played it a couple of times, you'll have its measure. A pity, 
because Great Naval Battles would otherwise be an interesting foray into the 
days when the battleship really was king. 

Minimum system: 2Mb; VGA; 286; hard disk (2Mb); mouse Optional extras: AdLib; 

Sound Blaster 


PCF Rating 63% 























War round-up 


Laser Squad 

£34.99 Krisalis * 01709 372290 

EQUIP YOUR TROOPS WITH HI-TECH 
weaponry and set them off on a nail- 
biting hunt, with varying objectives - 
you can bet the tension will get to 
you. The game is turn-based, and you 
'spend' action points on moving, fir¬ 
ing and changing weapons. As the 
enemy only appear on the battle-map 
when in direct line of sight, it's an 
enormous bout of hide-and-seek. To 
succeed you'll need instinct, psychology, calculation and sheer nerve. This 
is a tense, addictive and clever game. 

Minimum system: 640K; VGA; XT, hard disk (6Mb) Optional extras: AdLib; Sound Blaster; 
Roland; mouse 

PCF Rating 80% 


Ashes of Empire 

£45.99 Mirage « 01260 299909 

CAN YOU BE A ONE-MAN UNITED 
Nations? Ashes of Empire is a vast strat¬ 
egy game in which you must prevent a 
fragmenting state from destroying itself 
and then establish a lasting peace, by 
achieving stringent economic, military 
and humanitarian goals in each 
province. It's a mix of 3D action/simu¬ 
lation and strategy, and you'll need to 
destroy war-mongering institutions and 
promote the construction of peaceful buildings if you're to succeed. And there 
isn't much time. An ambitious game, but it works. 

Minimum system: 640K; VGA; 286, hard disk (4Mb) Optional extras: AdUb; Roland; mouse; 
joystick 

PCF Rating 79% 




Fields of Glory 

£44.99 MicroProse ® 01454 326532 

SIX BATTLES, FOUR HISTORICAL, 
and two fictional. You issue commands to 
every level, from brigade commander to 
supreme commander — it's wide-ranging, 
and doesn't concern itself much with any¬ 
thing below regiment level. 

Fields of Glory is massive and historically 
impressive, but it's actually rather boring 
for those not interested in combat. The 
point-and-click interface is easy enough to 
use, and controlling your forces is simple, but it's hideously sluggish. Scrolling 
around the maps with anything but a top-end PC is annoyingly slow, and in hying 
to keep up the program misses some of your vital mouse-dicks. 

Minimum system: 2Mb; VGA; 386, hard disk (12Mb); mouse Optional extras: AdLib; 

Sound Blaster; Roland 

PCF Rating 75% 


V for Victory 4 

£34.99 Electronic Arts « 01753 549442 

THE D-DAY LANDINGS HAVE TAKEN 
place, and now the rush is on to establish a 
safe beach-head and push the Germans 
back towards, er, Germany? V for Victory 4 
is a traditional war game, but don't let that 
put you off. It 7 s turn-based, with each turn 
representing four hours, and you're job is 
to move your troops around, while gath¬ 
ering intelligence about the concentrations 
of enemy units. Then, before you attack, 
things like unit strengths, morale, supply and a host of other factors must be taken 
into consideration - you're best to play a few scenarios and find out which styles of 
leadership have which effect on the war. Overall, it's a touch daunting, but ulti¬ 
mately V for Victory 4 is a satisfying, suitably complex and accurate war game. 
Minimum system: 3Mb; SVGA; 386SX, hard disk (5Mb); mouse Optional extras: AdUb; SB 

PCF Rating 70% 


Caesar Deluxe 

£34.99 Impressions ® 0171 351 2133 

TOUGHER AND SLIGHTLY SLICKER 
than the original Caesar, this maintains a 
neat balance between building and 
defending your city. You've got to build 
your little people bath-houses, prefectures 
and hospitals to keep them happy... cue 
the 'what have the Romans ever done for 
us?' gag. Plus you'll require walls to keep 
out the marauding hordes. If you forget to 
construct walls you're going to need a lot 
of centurions. It's essentially the same game, but tiny bugs have been ironed out 
(like the fact that the marauding indigenous tribes could smash through your 
expensive walls but not cheaper artesian wells). Better than Caesar, then. 

Minimum system: 640K; VGA; 286, hard disk (1,4Mb) Optional extras: AdLib; Sound Blaster 

PCF Rating 78% 


Napoleonics 

£34.99 On-Line « 0181 558 6114 

THIS IS REALLY THREE GAMES IN 
g one from classic war games expert Dr 

* Peter Turcan. Austerlitz, Borodino and 
I Waterloo are the scenarios in which you 

* can be brave and majestic. They were 
ji' all previously available on Mirrorsoft's 

Mirror Image budget label. The game 
engine enables you to view the action 
P from any angle, but although the games 
play well they're starting to show their 
age - the graphics and some of the controls are starting to feel slightly basic, to 
say the least. How long's it been since you used a text-only control system? 
Still, if you're a committed war game fan, you could do a lot worse. 

Minimum system: 640K; CGA; XT; hard 

PCF Rating 66% 






I disk (1.4Mb) 



















War games round-up 


War in the Gulf 

£34.99 Empire ® 0181 343 7337 


Battle Bugs 

£34.99 Sierra/Dynamix ® 01734 303171 


THIS USES A SIMILAR ENGINE AS 
the highly-acclaimed Pacific Islands (and 
before that, Team Yankee), but the only 
real difference is that the landscapes are 
brown. The option to view through the 
gunsights of four vehicles at once is still 
here, and the platoon-level combat is 
along similar lines. War In The Gulf is a 
tough, involved game. You use the main 
map to set objectives, then when you 
encounter the enemy switch from tank to 
tank, firing and manoeuvring to stay alive. Having so many vehicles under your 
command is exhilarating but also frustrating, because if you neglect a vehicle it 
doesn't do anything off its own bat. Too similar to Team Yankee and Pacific Islands. 
Minimum system: 2Mb; VGA386; hard desk (2Mb) Optional extras: AdLib; Sound Blaster; Roland; 


INSECTS HAVING A ROUGH TIME 
of it, in the vein of Syndicate or Cannon 
Fodder, is what this game is all about. 
You sting, punch and kick your way 
through the game, battling it out for 
slices of pizza and chunks of cheese. 
Different insects and weapons are intro¬ 
duced, but unfortunately it's all a bit 
tedious. You miss the destructive power 
of handguns and flame-throwers after a 
while, and the gameplay lacks in other 
areas. Battle Bugs is a nice idea, but it's too fiddly and not satisfying. Still, it's one 
of the few games which has been released with bugs deliberately in it. Sorry. 
Minimum system: 2Mb; VGA; 286; hard disk (8.2Mb); mouse Optional extras: AdLib; Sound 
Blaster, Roland 




PCF Rating 71% 


PCF Rating 69% 


D-Bay 

£39.99 Impressions « 0171 351 2133 

THIS GAME COMPRISES TWO VERY 
different elements. There's the map- 
based combat, which gives you an 
overview of Overlord. You decide 
exactly what you're going to do with the 
landed troops. It's absorbing but you 
really should be able to control the land¬ 
ings as well as the military push. The 
other element is the battle-view, which 
uses little table-top wargaming type 
miniatures to symbolise the troops. This 
is far too simplistic and it's also too easy. On the battle display, your troops sweep 
up the beach and take over every German position. Not at all like the real thing. 

Minimum system: 640K; VGA; 286; hard disk (3.5Mb); mouse Optional extras: AdLib; Sound 
Blaster; Roland 

PCF Rating 67% 

Carriers at War 
Construction Kit 

£39.99 Electronic Arts ® 01753 549442 

IF YOU ENJOYED SSG'S CARRIERS 
At War (PCF 15, 50%), you'll be itching 
to get your hands on this. It enables 
you to play three all-new scenarios 
(Wake Island, Guadalcanal and 
Tarawa) and, as the name suggests, you 
can create your own scenarios as well. 
You can also extract even more mileage 
from the original six missions, which 
were included with Carriers At War by dint of some all-new intelligence files. A 
pity the original Carriers At War wasn't a slightly better game... 

Minimum system: 4Mb; VGA;386; hard disk (5Mb) Optional extras: AdLib; Sound Blaster; Roland; 

PCF Rating 60% 


Castles 2 CD 

£49.99 Interplay ® 01865 390029 

DETAILED HISTORIES OF TEN 
castles of the UK. Interested? Then read 
on. As well as this yawnsome prospect, 
there's a game in here. You are one of six 
men who are vying to become king. You 
must gain enough wealth and power to 
make your dream come true. This is done 
by persuading the Pope that you're up to 
the job. All sorts of factors come into play 
as you produce food, trade, set taxes, spy 
and get up to all sorts of other things. 
Those castles then. You may either design your own castle, or you can choose 
either of the ten famous ones included. Windsor? Warwick? Chepstow, anyone? 
The strategy element has potential but it's too slow and uninvolving to be fun. 
Minimum system: 4Mb; VGA;386; hard disk (5.3 Mb); CD-ROM drive Optional extras: Sound 
Blaster; mouse 

PCF Rating 61% 


Air Force 

£39.99 Impressions ® 0171 351 2133 

AN UNUSUAL GAME WHICH 
presents a selection of Middle Eastern air 
wars. A dozen scenarios varying in diffi¬ 
culty and size, ranging from Israel's 
almost certain victory over the small air 
force of Jordan to the entire Gulf War, 
complete with B-52s and Stealth bombers. 
You roam over the map, or flick between 
your airbases and decide what to put in 
the air, where to send it and what to hold 
in reserve. An aircraft's range and air¬ 
borne time must be taken into consideration, and you can assign ground-attack 
aircraft to destroy enemy airfields, power-stations, anti-aircraft missile launchers 
and even civilian targets. The action is played out in real time and is a novel way to 
cover a large-scale air war. Overall, it's an entertaining game. 

Minimum system: 2Mb; VGA;386; had dsk (2Mb) Optional extras: AdUb; Sound Blaster Roland; mouse 

PCF Rating 56% 
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TIE Fighter 

£49.99 LucasArts/VIE * 0181 960 2255 

Brian Walker always had a secret 
hankering to be Luke Skywalker. 
Unfortunately, he’s always been bang bang bang 

bang bang bang 

more of the Jabba the Hut type. aaaaaaarr9h - 



N 

um tl 


really isn't fair. Just 

I as games companies think 
they have caught up with 
the movie industry and got this 
business of storyboarding and 'real 
actors' down pat, along come 
LucasArts with Big George, Luke 
Skywalker and half the artistic com¬ 
munity of Northern California, and 
. they just blow them away. Take 
'T&E Fighter. How do you 
dSeat it? It's got great 
graphics. It's got great 

grea^Ery. Jtfc virtu- 

The story in this new 
release is, if anything, 
stronger than that in > 

Wing, despite (or perhaps 
because of) the fact that it Knowing us, PCF, 
deviates from the movie knowing you, Darth 
story line in a way that X- Vader - Ah ha - 
Wing rarely did. Here you 
get to explore other parts of the Star 
Wars universe and the role of the 
Empire therein. 

To a certain extent, you control 
the direction of the plot yourself. 

This can be achieved by ignoring 



your orders and instead conversing 
with the envoy of the Emperor, who 
may have some different ideas to his 
master. And of course, this time 
you're fighting not for but against 
the Rebels. 

The Emperor, for his part, is 
confident that Vader and Thrawn 
can lead the troops to victory against 
the upstarts, although he is also 
aware of some complacency 
a the Inner Circle and the 
possibility of a traitor in 
his midst. 


Take control (sorry) 

The game controls. 


especially during combat, 
have been considerably 
enhanced. For example, 
you can now auto-target 
enemy ships at a key¬ 
stroke, rather than having 
to go through the frantic 
Search routine that was often the case 
hitherto. Also, you can now match 
your speed to that of any ship with 
which you are involved in a dogfight. 
Both of these enhancements speed up 
the gameplay pleasingly. 


Cheat like hell 

One of the criticisms of X-Wing 
was that it was too hard, even on 
the easy level. This problem has 
been addressed and corrected in 
TIE Fighter. Make a mistake now 
and you don't lose all your mis¬ 
sion points and rank like you did 
previously. Also, after several 
failed attempts to complete a mis¬ 
sion, you can lower the difficulty 
level ever so slightly. In a way this 
is 'cheating'. But what's worse: 
being hopelessly stuck on one 
level, or getting by and making 
things just a little easier? 

The graphics are slightly better 
than before, although there's not 
much in it; the addition of Gouraud 
shading being the most notable 
addition. Perhaps because of this, 
the game runs a tad jerkily on any¬ 
thing other than a 486/66. 

X-Wing pilots will no doubt be 
pleased to know that the controls 
of the TIE Fighter should be imme¬ 
diately familiar to them. They will 
also be pleased to hear that some 
niggles (such as dying) have been 
well and truly sorted in this new 


incarnation of the Star Wars leg¬ 
end. You can still die, but any 
points you have scored don't die 
with you, which you'll find partic¬ 
ularly handy when you experience 
a second coming. There's also a 
multitude of difficulty levels, 
rather than the just plain 'hard' of 
X-Wing. Including the Training 
Missions, there are 65 missions to 
complete which should take the 
best part of a few months. If any 
game can, this justifies the 50 quid 
price tag. <2& 

TIE Fighter 

Recommended systems: 486DX is 
recommended 

Minimum system: 4Mb; VGA; 386; hard 
disk (15Mb) 

Optional extras: AdLib; Sound Blaster; 
SB16; AWE32; Roland; joystick; mouse 
For: Great graphics, gameplay and 
story • More control over the plot and 
your actions • Variety of missions, 
and some easier settings 
Against: Runs slightly jerkily on lower 
spec machines_ 

PCF Rating 92% 
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Star Wars round-up 


X-Wing 

£45.99 LucasArts/US Gold * 0121 625 3388 


A FEW YEARS AGO, LUCASARTS 
produced a flight sim called Their 
Finest Hour. 

game, but for LucasArts 
'their finest hour' 
still to come (oh dear- 
Jill). It would 
much of an exaggera¬ 
tion to say that 
arrived in the shape of 
X-Wing, a fantastic Star 
Wars-based flight 

The story traces the 

rise of the Empire and “It's a trapl It's a trap!" 
its nemesis, the Death Classic Ackbar dialogue. 

Star, and if you're lucky it termi- VGA; 386SX; 
nates with the latter's destruction. 

Along the way, there are 30 atmos¬ 
pheric missions to negotiate, not PCF Rating 87% 


good doub 

\rts ga 


including six training missions. The 
learning curve is steep, there's no 
doubt about it, but this is a 
game you'll want to 
persevere with. The vec¬ 
tor graphics are fine, 
though not state-of- 
the-art, but complain¬ 
ing about these, as one 
writer did, is like moan¬ 
ing about ]ules et Jim 
because it was in black 
and white. 

Minimum system: 640K; 
rd disk (12Mb) 

Optional extras: AdLib; Sound Blaster; 
Roland; joystick; mouse 


B-Wing 

£19.99 LucasArts/US Gold * 0121 625 3388 



Rebel Assault 

; £45.99 LucasArts/US Gold * 0121 625 3388 


EXCELLENT ADD-ON TO THE 
killer X-Wing, but be warned: the 
fifth Tour of Duty missions are a 
real handful. LucasArts have tacitly 
acknowledged this by adding a 
hints section to the mission briefing. 
The basic gameplay remains the 
same: great. 

Minimum system: 2Mb; VGA; 386SX; X- 
Wing; hard disk (4Mb) Optional extras: 
Sound Blaster; Roland; joystick; mouse 

PCF Rating 81% 



And there it is, the B-Wing. Not much 
like a “B”, granted, but you couldn’t call 
it a Thing-Wing. Could you? 


Imperial Assault 

£19.99 LucasArts/US Gold « 0121 625 3388 


FIFTEEN NEW MISSIONS AND AN 
'ace' fighter offer a fresh fix for X- 



The Death Star - it’s not much, but it’s 
home. Actually it’s a gigantic laser gun 
with people living in it, but never mind. 


Wing junkies. They're tougher than 
several old boots boiled for four 
months, compacted, dried in vinegar 
and coated with titanium, too, so 
stay away if you're not much cop at 
the game. Is it worth the money? 
How long is a piece of string? Or 
perhaps more relevantly, how much 
do you like X-Wing? 

Minimum system: 640K; VGA; 286; X-Wing; 
hard disk (3.5Mb) Optional extras: AdLib; 
Sound Blaster; Roland; joystick; mouse 

PCF Rating 74% 


THIS IS NOTHING MORE THAN A 
straight (jerky, actually) shoot-'em-up 
in a Star Wars context. As these things 
go it's not bad, but what's the point, 
apart from LucasArts showing off 
what it can do on CD-ROM? Well for 
one thing, it enables you to show off 
what your CD drive can do, and there 
are some spectacular sequences. But 
really it's a check-your-brain-in-at-the- 
door type game, kind of like the movie 
in fact, but not as much fun. The 
graphics look great but the animation 
isn't really that stable. X-Wing pilots 
will get bored by the mindlessness of 
it all, but others may find it the ideal 
tonic after a hard day at the office. 



“Okay, so it’s me first, then you on the 
left fire, then you on the right, and so 
on. Is that alright?’’ 


Minimum system: 2Mb; VGA; 386; CD- 
ROM drive; hard disk Optional extras: 
AdLib; Sound Blaster; Roland; joystick 

PCF Rating 67% 


















Space sims round-up 


^ing 


Commander 2 


£34.99 Origin/ Electronic Arts ® 01753 549442 



This X-Wing is more of a lower case 
affair in Wing Commander 2. 


IT'S A PECULIAR THING. OVER 
the last three years there have been 
loads and loads of 3D space shoot-'em- 
ups and yet we can still find space for 
a game that PC FORMAT reviewed in 
its second issue. A game that, to all 
intents and purposes, has been passed 
over by the ravages of technology, ren¬ 
dered intros and phong shading, and 
runs quite happily on a 286. 


Wing Commander 2 is a classic. 
The game design itself isn't exactly 
complex: a series of 3D shoot-'em- 
ups in space, spiced with animated 
interludes unfolding a complex plot. 
The space sections can get repetitive 
but the urge to progress through the 
story line and earn the respect of 
other pilots is strong enough to keep 
you playing. When Wing 2 was first 
released its graphics and sound put it 
into a bracket of its own. Three years 
on, the audio-visual feast is more of a 
light snack, but you can still be sure 
that Wing 2 has plenty to offer. Now, 
where's Wing Commander 3? 

Minimum system: 640K; EGA; 286; hard 
disk (12Mb) Optional extras: AdLib Sound 
Blaster: Roland; mouse; joystick 

PCF Rating 81% 


Wing Commander 


£14.99 The Hit Squad « 

IN THE INTERVENING YEARS 
since its release, opinion is still as 
divided as ever on the merits, or oth¬ 
erwise, of this undeniably seminal 
game. To some, it was a disappoint¬ 
ing 3D shoot-'em-up. To others, it 
warrants buying a brand new system 
just to play it. If you were always a 
sucker for Flash Gordon films you'll 
probably love it - after all, it's a genre 
that appears to have provided con¬ 
siderable inspiration in the making of 
this game. If you've overlooked this 
game on the grounds of triviality, 
then now's the time to get with it. 
The recently released Armada also 


0161 832 6633 



A beer a day keeps the Kilrathi away. 

goes some way towards making it 
seem current again. 

Minimum system: 640K; EGA; 286; hard 
disk (7Mb) Optional extras: AdUb; SB; 
Roland; joystick; mouse 

PCF Rating 86% 


Wing Commander Acadenu^ 

£34.99 Origin/EA « 01753 549442 


LOOKS LIKE ORIGIN RAN OUT OF 
ideas on this one. "Hey, you don't 
like our stories, then go make your 



Create your own Wing Commander- 
style missions with this level designer. 


own", appears to be the rationale 
behind this release. It is, in fact, a 
mission builder. The only problem 
is that you can't actually create a 
story. The missions are limited by 
the fact they are 'standalones', 
which means that what you are 
left with is nothing more than 
a shoot-'em-up with knobs on. 
Pass, thanks. 

Minimum system: 2Mb; VGA; 386SX; hard 
disk (5Mb) Optional extras: AdLib; SB; 
Roland; joystick; mouse 

PCF Rating 64% 


Privateer 


£49.99 (CD) Origin/EA « 01753 549442 



How d’ya like that then y’Kilrathi pig? Now I’m off 
to get my spaceship fixed up. 


IT DIDN'T REALLY STAND A 
chance, did it? The hype that accompa¬ 
nied the release of this game left you 
expecting a cross between Blade 
Runner and Citizen Kane. Inevitably it 
turned out to be more like a cross 
between Battlestar Galactica and Are 
You Being Served? This business of 
starting off with a bum ship and then 
frequenting intergalactic bars in the 
hope of striking a deal to improve 
your vessel, suggests a story about as 
original as the weather forecast. 

Games like this, which rely heav¬ 
ily on state-of-the-art technology. 


reach their sell-by date as 
of the art in question 
changes. Unable to adapt, they 
expire. Privateer is no exception 
this Darwinian rule. The 
graphics and gameplay have 
been superseded by the 
likes of TIE Fighter. The sound, 
however, is still top draw. This 
includes the speech 
accessory pack and mission disk 
making it good value, if you 
don't mind the hackneyed story. 
Minimum system: 4Mb; VGA; 386; CD- 
ROM drive; hard disk Optional extras: 

AdLib; Roland; SB; joystick; mouse 

PCF Rating 73% 



Pick up all the weapons you like from 
Manny’s used-blaster emporium. 


Righteous Fire 

Privateer Mission Disk 

£19.99 Origin/Electronic Arts ® 01753 549442 


THIS IS SOMETHING OF AN 
anachronism now that the CD ver¬ 
sion of Privateer includes it. But for 
those still gallantly fighting the CD 
tide (bet they still use vinyl, too) this 
add-on proves to be a worthwhile 


purchase, including 26 new missions 
and seven new weapons. 

Minimum system: Privateer and a hard disk 
(4Mb) Optional extras: AdLib; SB; Roland; 
mouse; joystick 

PCF Rating 75% 














Space sims round-up 


Space Simulator 

Microsoft £49.99 « 01734 270000 



where the exploring is the thing, 
not the winning. 

As you might expect, getting 
used to piloting a spacecraft is a 
tricky task. The manual helps out 
here and you'll have plenty of 
time to read it as you set your con¬ 
trols for the heart of the moon. 
Estimated elapsed time until 
arrival: four days. But this is just a 
short hop compared to the 450 
years it takes to reach the centre of 
our galaxy. Be sure to pack a few 
razor blades. 

The graphics are generally 
impressive, though there are some 
dodgy polygons to encounter, and 


space turns out to be a lonely 
place. It's not so much 'no one will 
hear you scream', as no one will 
hear you do anything at all. 
There's no co-pilot, no station 
commander... in fact such is the 
sense of isolation you almost wish 
that Bob Hoskins would turn up. 
Almost. In short. Space Simulator is 
ideal for serious space people. For 
the rest of us, its back to killing the 
Kilrathi again. 

Minimum system: 2Mb; VGA; 386; hard 
disk (8Mb) Optional extras: AdLib; joystick; 
mouse; 486 strongly recommended 

PCF Rating 82% 


E3EN 

Space Simulator deals both in sci-fi and Blast-off in the space shuttle. Check out 
sci-fact, with some futuristic craft. the photo-realistic backdrop. 


Wing Commander 
Armada 

£39.99 Origin/Electronic Arts 
« 01753 549442 


Sorry, but 
we refuse to 
believe that 
this fighter 
has any¬ 
thing even 
approaching 

WING COMMANDER! A TITLE THAT SEEMS 
to have been around from the days when chips 
were thought of exclusively as something 
served with fish. But here we are again, this 
time in Armada mode. What Armada offers is 
just about every form of multi-player option 
you can think of. 

If you've always preferred to kill humans 
rather than helpless computer opponents you 
should find this right up your street. There's full 
modem and null modem play, and for those of 
you with nil modem, there's a split-screen option. 
The flying sequences are still a bit iffy, though the 
graphics are an improvement on Wing Commander 
Academy. Against the PC this is a bit of a 'no- 
brainer' as the Americans would say (and they 
should know), but against a fellow homo sapien 
it's a cracker and well recommended, provided 
you have friends to play against. 

Minimum system: 4Mb; VGA; 486SX; hard disk (11 Mb) 
Optional extras: AdLib: SB; Roland; joystick; mouse 

PCF Rating 75% 



Frontier Elite 2 

£39.99 Gametek « 01753 553445 


BY THE TIME FRONTIER was 
released the gamebuying and 
journalistic communities of the 
world had worked themselves 
into such a lather that an empty 
floppy would have satiated their 
lust. As it was the game was a 
fantastic success, despite having 
enough design flaws to fill a skip. 

The original Elite, first 
released way back in 1984 was an 
unprecedented leap in game 
depth, graphics and sheer joy. 
The sequel had all the makings of 
a great game, and for five years 
the concepts were reworked and 


honed. The result was a stagger¬ 
ingly large game theatre and a 
virtually unplayable game. So 
what went wrong? 

Firstly, while the size of 
the playing area is impressive, 
things actually change very lit¬ 
tle as you progress through 
the game. It's the classic line 
about how it doesn't matter 
which shopping mall you visit 
any more, since the chain 
stores are all identical. A 
smaller, more varied galaxy 
would have been better. 

Secondly, while we would 


never criticise a game on graphi¬ 
cal merit alone. Elite 2's slow, 
jerky unimpressive polygons 
make combat virtually impossi¬ 
ble. You constantly over¬ 
compensate on your controls 
leading to frustration of the most 
extreme variety. And sorry, but 
the music's cack. 

Elite 2 is a failure. If you can 
forgive the block graphics, the 
unplayable combat sequences 
and the lack of variety, then you'll 
play this game forever. But, then 
if you're that forgiving then you'd 
probably have been satisfied with 
a blank floppy. 

Minimum system: MBE VGA; 386; 
hard disk Optional extras: AdLib; 
Sound Blaster; Roland; joystick. 486 
33MHz recommended 

PCF Rating 51% 



Docking still plays an important 
part in Frontier. 



Hey. You can even fly over planets 
in Elite 2. That took ten years? 

















Lemmings 2 reviewed 


Lemmings 2: 
The ITibes 

£29.99 Psygnosis ® 0151 709 5755 

Brian Walker likes nothing better of an evening 
than watching thousands of cute things die 
horribly. He was the obvious choice for 
reviewing Lemmings 2. 


L ove them or hate them, and for them to practise, such as block- 

opinion is generally divided ing other Lemmings or building 

thus, the Lemmings are back. steps. The objective is to rescue them 
As usual, they're getting themselves from a level and get them to an exit. 

a simple con- 


trouble and look¬ 
ing to you to get 
them out of it. For 
the uninitiated 
among you. 

Lemmings are lit¬ 
tle ugly geezers, 
dressed in blue, 
with green hair. 

Don't they know 
that blue and 
green should 
never be seen, 
unless with some¬ 
thing in between? 

Anyway enough sartorial criticism. 

The Lemmings trundle about 
like blind idiots and it's up 


Psygnosis hasn’t 
rested on its laurels 
with Lemmings 2. 
The graphics and 
sound are better, but 
more importantly so 
is the gameplay 


cept but 
utterly captivat¬ 
ing and puzzling 
one, which has 
spawned a thou¬ 
sand imitators. 

In total there 
are 120 puzzles in 
this sequel, com¬ 
prising 12 themed 
worlds, each with 
10 levels. The 
design of the lev¬ 
els is as taxing as 
ever, with plenty 
of ways to go wrong, and for your 
Lemmings to die horribly. There are 
new things in the levels that never 


guide them around, selecting skills made it into the original game, like 


7 ^ * m 






n. There’s Scottish stereotypes aplenty on tti 





catapults, trampolines, monsters, 
tennis balls and steam spouts, to 
name but a few. On top of this the 
levels themselves have been 
expanded - some now several 
screens deep, scrolling smoothly in 
whichever direction you require. 

Suck that thumb 

The good thing about the 
sheer number of levels i 
that the game doesn't fol¬ 
low a linear path. If you 
get stuck in one puzzle 
you can always move on to 
another world, rather than 
just sitting there sucking your 
thumb and looking a bit pathetic. 
The design feels like it's been opened 
up, giving you much greater flexibil¬ 
ity than the original. For example, 
there is now no limit on the number 
of Lemmings you have to save on 
each level, but those who you lose 



disappear forever, reducing your 
troops for subsequent levels. 

The little fellows look as though 
they've been cross-breeding - there 
are now fifty different breeds - and 
they come equipped with some nifty 
weaponry. How do you like the 
sound of Lemmings with flame 
throwers, surf boards and laser 
guns? And what about Lemmings 
that can swim, fill holes, plant and 
scoop stuff? The controls are 
still intuitive and easy to get 
the hang of, but with so 
many different breeds it's 
ages before you can play 
with any real panache. 

A lot of the fun, frivolous 
side of the game is supplied by 
the amusingly drawn backdrops and 
hilarious animations. The Lemmings 
may be little, but they sine are cute. 
Added to that, there are excellent 
sound effects and music, and hear¬ 
ing them yelp "Oh no!" before a 
grisly death always raises a grin. 

It's good to see that Psygnosis 
hasn't rested on its laurels with 
Lemmings 2. The graphics and sound 
are better, but more importantly so 
is the gameplay. So what has the 
CD-ROM version of Lemmings 2 got 
that the floppy hasn't? Answer: 
Lemmings 1. <22> 


Lemmings 2 _ 

Minimum system: 640K; VGA; 286; hard 
disk (3Mb); mouse or joystick 
Optional extras: AdLib; Sound Blaster; 
Roland; CD-ROM drive 
For: Original sequel • Dead funny 
• Incredibly addictive • 120 taxing 
levels • Smart graphics and 
animations • Fun sound and music 
Against: Errm. Maybe you want to 
wait for Lemmings 37 
PCF Rating 86% 












The 7th Guest reviewed 



The 7th Guest 


£69.99 VIE® 0181 960 2255 

Stauf. Faust. Hmm. Brian Walker examines the 
sinister goings in a large puzzle house. And spends 
the next few days scared stupid. 


N ow if any single game 
helped launched the CD- 
ROM revolution then The 
7th Guest was certainly it. Prior to its 
release it was shown off at various 
trade shows, usually surrounded by 
platoons of marketing types. 
Nothing unusual about that, you 
might say, but the difference here 
was that they were often from rival 
companies. This was a game that 
they would have loved to have been 
associated with. Oh for the sheer 



That’s more like it. A bit of gameplay at 
last. This is a puzzle then is it? 


respectability of it all, after having 
had to suffer the social stigma of 
being connected with 'mindless' 
computer games. 

Their reactions tell you quite a 
lot about the game. In fact, 'game' is 
something of a misnomer. As the 
developers themselves admitted, 
what they were developing was a 
piece of technology. The game was 
almost an afterthought and could be 
put in later. They certainly suc¬ 
ceeded in their aims. The 7th Guest is 



The cake puzzle is a nightmare. Enough 
to put off even the most bulging lardass. 


a visual tour-de-force; the killer 
application that every new platform 
needs to get it off the ground. High 
resolution 640x480 graphics, crack¬ 
ing sound and wondrous special 
effects help to create the sort of 
atmosphere that should convince 
even the most ardent technophobe 
that something new and incredibly 
exciting is happening in the world of 
home entertainment. 

A few niggles 

To the dedicated gamer, however. 
The 7th Guest could prove a tad dis¬ 
appointing. The story revolves 
around a haunted house, an old but 
not necessarily useless chestnut. 
Each room visited in the mansion 
contains a puzzle, and a special 
effect. The special effect is usually 
the stronger of the two. As you may 
have already guessed, the story and 
the puzzles are not the raison d'etre 
of this particular title. They're really 



Hey look. It’s yet another gorgeous 
pre-rendered background. 


very weak and anyone with the 
slightest experience of adventure 
games will not find themselves too 
taxed by the experience. 

The 7th Guest represents the 
antithesis of the Infocom text adven¬ 
tures which started the whole thing 
off; all style and no content. But then 

The 7th Guest is a 
visual tour de force; 
the killer application 
that every new 
platform needs to 
get it off the ground 
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not many of your non-computer lit¬ 
erate friends would be too 
impressed by the sign of a blinking 
cursor, alongside which your incor¬ 
rect answer to the puzzle at hand is 
endlessly repeated - in black and 
white. But give them a tour of The 
7th Guest and they'll be enthralled. 
The 7th Guest is possibly the first 
(and last) yuppie game. But while it 
isn't exactly showing its age, its role 
as a dinner party diversion has now 
been superseded by the likes of 
Microsoft's Encarta and Cinemania, 
both of which have excellent con¬ 
tents as well as show-off graphics 
and sound. Coming soon is the fol¬ 
low-up, The 11th Hour, which will 
use the same game engine and a 
story that is fully developed now 
that the hard work has been done. 
The 7th Guest was certainly a 
ground-breaker but it is a title to 
which time will not be kind. Q& 

The 7th Guest 

Minimum system: 2Mb; SVGA; 386DX; 
CD-ROM drive (150K/S transfer rate min); 
soundcard with FM and PCM sound supports; 
mouse; hard disk (10Mb); MSDEX 2.2 
Optional extras: General MIDI device 
For: Incredibly professionally 
produced • Tricky puzzles • The 
first game of its kind 
Against: Slow on dodgy CD-ROM 
drives • Showing its age 
PCF Rating 75% 


89 










The Incredible Machine and Litil Divil reviewed 


The Incredible 
Machine 


£39.99 Sierra * 01734 303322 


ALMOST ALL PUZZLE GAMES 
have come to revolve around a sin¬ 
gular idea that usually involves a 
combination of quick thought and 
nimble fingers. Not so The Incredible 
Machine. Here you are entirely at the 


mercy of your own invention. The 
puzzles have a fixed goal; you know 
what you have to do but actually 
achieving that aim is another matter 
altogether. Take popping balloons, 
for example. You don't just point 




] The Incredible 


Mousetrap. 
Except you 
won’t lose or 


• 
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and pop; you have to build a 
machine capable of performing such 
a task for you. More bizarrely, in 
another puzzle you have to get mon¬ 
keys cycling, through use of The 
Incredible Machine, of course. 

The component parts of the 
machine are scattered before you, 
and it's up to you to put them 
together in a logical manner and get 
the thing working. The moment you 
finally crank your contraption up 
and watch the thing come to life is 
an exciting one. But brace yourself 
for failure, at least in the early 
stages, for getting the beast to solve 
the task in hand is every bit as tricky 


get to fool around with. 

as it sounds. Fortunately there are a 
number of tutorials to get you on the 
right track. 

The Incredible Machine lives up to 
its title and then some. It really is 
incredible, and is also that rare 
thing: a genuinely original game. 
The high-res graphics are excellent, 
as are the numerous sound effects, 
while the number of puzzles (87) 
ensures extended play value. If 
you're looking for a puzzle game, 
look no further. This is it. 

Minimum system: 640K; VGA; 386SX; hard 
disk (700K); mouse Optional extras: AdLib; 
Sound Blaster; Roland 

PCF Rating 80% 


Litil Divil 

£39.99 Gremlin Interactive ® 01742 753423 



Why, oh why did they bother with the beat-’em-up sections in Util Divil? 


HE'S NOT REALLY VERY MUCH 
of a devil. He's more of a divil, and 
his name, for what it's worth, is 
Mutt. Now what Mutt likes more 
than anything in the world is pizza, 
and whereas couch potatoes like us 
will just call up a Dominos, things 
aren't quite so easy for Mutt. He's 
lost the phone number, and is there¬ 
fore forced to enter the Labyrinth of 
Chaos, then negotiate a series of 3D 


Shh. Can’t you see the Litil Divil is 
engaged in the deepest thought. 


mazes, logic puzzles, platforms and 
even beat-'em-up sections. 

Yup. It's all here. Loads of game 
genres to fiddle around with, all 
stuck together with some of the 
finest glue around. The 3D graphics 
aren't exactly smooth, but the sprites 
themselves are chock-full-o-charac- 
terly goodness. The animation is 
remarkably fluid and while it works 
well as a cartoon, it's sadly lacking 


The 3D sections don’t exactly put Doom 
to shame. Jerk on Divil-boy. 


something as an interactive, enter¬ 
tainment experience. 

The term jack of all trades is the 
first to spring to mind, but there is a 
better way to describe it. That's as a 
pizza, with anchovies, olives, ciga¬ 
rette butts, pepperami, broken glass 
and pineapple. Lots of flavours, 
some of them wonderful, like the 
puzzle sections, others terribly 
unpleasant, like the beat-'em-up 
bits. The release of the CD version 
barely enhances the game, with the 


only worthwhile change that you 
might notice being a less cluttered 
hard disk. Litil Divil is an over-ambi¬ 
tious attempt at an interactive 
cartoon, which trips at about four or 
five hurdles in an otherwise enjoy¬ 
able race. <2> 

Minimum system: 4Mb; VGA; 386; hard 
disk (30Mb if you don’t have the CD-ROM 
edition) Optional extras: AdLib Sound 
Blaster; Roland; joystick; CD-ROM drive 

PCF Rating 74% 



























Puzzle games round-up 


Pipe Mania 


Clockwiser 


£9.99 Touch Down ® 01268 541126 
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LIKE ALL THE BEST PUZZLE 
games. Pipe Mania is frustrating and 
exhilarating in equal measure, 
although the subject matter looks 
none too promising initially. The 
object is to lay down pipe sections to 
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It’s brain, meets brawn, meets skill, 
meets erm Pipe Mania. Yup, that about 
sums it up. 


provide a constant flow for the 
'flooz' (this appears to be a cunning 
euphemism for sewage). Once the 
flooz feels fluid enough to flow 
freely then you can advance to the 
next level. As the levels increase so 
does the flooz, in fact, on the higher 
levels you are faced with a veritable 
torrent of seemingly unstoppable 
flooz. What starts off as a fairly easy 
affair, dropping new pieces of pipe 
into place on the screen, soon 
becomes a frantic race against time to 
stop the gunge spilling out. And it's 
addictive, oh yes, so watch it. 
Minimum system: 512K; CGA; XT 
Optional extras: joystick; mouse 

PCF Rating 75% 


£12.99 The Hit Squad * 0161 832 6633 



NOT ANOTHER BLOCK GAME! 
But such scepticism proves to be 
unjustified. Clockwiser is quite a little 
tease - it's a Tetris clone, but quite a 
good one. The aforementioned 
blocks have to be moved so that they 
copy a pattern on the other side of 
the (split) screen. But it's not that 
simple, for these blocks have all 
sorts of idiosyncrasies. Some are 
affected by gravity, while others 
drop bombs, thereby destroying 
their intended target. 

Altogether there are 100 levels 
and if this isn't enough then a con¬ 
struction set is provided to enable 
you to create more. There's also a 
CD-ROM and a Windows version on 
the way. In fact there's probably a 
Clockwiser interactive movie in the 
can already. But more power to the 


sleeping elbow of Rasputin Software. 
It's produced a good enough game to 
keep its historical namesake up 
many a night. No mean feat. 

Min system: 640K; VGA; 386; hard disk 
(3.6Mb) Opt extras: AdLib; SB; Ultrasound; 
mouse 

PCF Rating 74% 




Clockwiser ewen gives you the chance 
to create, test and play your own levels. 
Baffle friends and confuse pets. 


Contraptions 

£19.99 Mindscape ® 01444 246333 

BUDGET GAMES USUALLY OFFER 
budget value, but not so 
Contraptions, an excellent little 
game from Mindscape. Your role 
here is Mr Fixit, and your task is to 
mend the machines in a factory 
whose equipment is in a state of 
disrepair - it could be almost any 
UK-based industrial concern. In 
fact it's in a hell of a mess, as evi¬ 
denced by the 60 rooms that are in 
need of your services. Getting 
round the factory is part of the 
puzzle - involving dodging past 
pressure valves and all manner of 
levers. Contraptions, apart from its 
cute isometric display, resembles 
The Incredible Machine. It's not as 


Humans 

£29.99 Mirage ® 01260 299909 

NOW THIS MAY BE NEWS TO 
anthropologists, but first there were 
Lemmings, and only then were there 
Humans. Yes, folks. Humans is the first 
genuine Lemmings clone, but it does 
have some humorous touches, not 
least the sight of Lemmings being 
roasted on a spit. The idea is simple; 
direct the evolution of the human race. 

To progress through a level usu¬ 
ally requires finding some 
evolutionary object, such as a wheel, 
and then finding the exit. On later lev¬ 
els, however, the additional virtue of 
patience is required because the game 
lapses into tedium and repetition. The 
concept is a good one, far preferable, 
many thought, to tine insufferably cute 


good but then it's half the price. 
And you can't argue with that. 

Min system: 640K; VGA; 286; hard disk 
(3Mb) Opt extras: AdUb; SB; Roland; joystick 


PCF Rating 65% 



The future of the nation’s industrial 
base is in your hands. Fail and there’ll 
be nothing left but service industries. 



Yes, it’s a Lemming s clone, but the 
game does offer some original ideas. 


Lemmings, but the puzzles on the 
higher levels are not nearly as original. 
Min system: 640K; VGA; 286 
Optional extras: AdLib; SB; Roland; joystick 

PCF Rating 61% 


















































Joystick round-up 



Joysticks 


All work and no play makes 
Jack a dull boy. If you want to 
be the envy of your mates, 
you’ll need a decent joystick 
to bump up those scores. 


T hey say a bad workman 
blames his tools, and indeed 
James does seem to swear at 
his PC an awful lot, but unless you 
have the right tools for the job, you 
can't expect top performance. There 
are joysticks to suit every taste and 
pocket, ranging from the ultra- 


pricey Pro Flight Control System, 
to the altogether more reasonable 
Warrior 5. 

Whether you're looking to 
late a multi-million pound fighter in 
your games room, or you simply 
want to bash a few baddies, this is 
the place to look. 



A very precise joystick, the Analogue 
Pro looks as if it's designed 
purely for flight sim 
players. However, its 
sponge-cushioned grip 
and definable fire but¬ 
tons make it ideal for 
players of all types of 
arcade games. A variable 
tension dial on the base is a 
Gravis innovation which enables 
you to specify exactly how firm the stick 
should be. Tire top-mounted fire buttons are 
perfectly placed, making this one of the most com¬ 
fortable sticks money can buy. 

PCF Rating 87% 


Pro Flight Control System 



£109.95 RC Simulations 
« 0117 955 0900 

Without access to a military plane, flight sim fans simply 
won't find a more realistic joystick than this one. 
Modelled exactly on an F4-Phantom jet joystick, the 
flight controller is available in a variety of spring ten¬ 
sions from ordinary to Incredible Hulk. Apparently 
this firmness prevents you from over-steering, but 
it also gives you forearms like Popeye. With but¬ 
tons and levers all over the place you'll never 
want for more. For the ultimate flight sim 
experience, this is the ultimate joystick, 
especially if used in conjunction with 
the Mark II Weapons Control System. 

PCF Rating 89% 


PC-Optix 


£39.99 Spectravideo 
« 0181 900 0024 


This joystick really gives a great response for 
flight sims and the like. Not nearly as heavy as 
the Flight Control System, it's ideal for people 
who like flight sims but don't want to spend 
six months in the gym building up arm mus¬ 
cles first. It includes a throttle control and, 
more unusually, a variable auto-fire dial 
too. The upper fire buttons are uncomfort¬ 
able to reach, especially after prolonged use. A 
well made and tactile stick. 


PCF Rating 85% 


Mark II 
Weapons 
Control System 

£109.95 RC Simulations 
® 0117 955 0900 

Designed to accompany any joystick, the Mark II is an 
additional flight control lever that can be programmed to replace many key¬ 
board functions. In fact it plugs into your keyboard slot and is ideal for 
replacing complex in-flight keystrokes. As its name suggests, it's ideal if you 
program it to replace the weapons controls, but you could just as easily use it 
to control camera views, HUD operations or anything else that takes your 
fancy. You don't even have to use it solely with flight sims. A beautifully 
crafted tool, this is a great games playing accessory. 

PCF Rating 85% 


G-Force 

£64.99 Suncom 
* 01285 642211 

The G-Force is a flight-control yoke designed to 
mimic the real thing. Although the back and 
forwards pivot point is in the wrong place 
for realism, the stick is still great fun to 
use. It can be used while simply resting on 
top of your desk, but it only feels stable when 
secured to it with the included rubber-coated 
clamp. There's a throttle control on the base too. Although 
this stick doesn't feel believable, it's heavy and robust, and that has a merit of 
its own. It enhances flight sims and driving games, but has little use otherwise. 

PCF Rating 84% 












Joysticks round-up 


Megagrip III 

£14.99 Saitek 
W 0181 577 1700 

This is an aesthetically attractive joystick, provid¬ 
ing both looks and feel. At less than £15 you can ha 
little complaint, especially since the stick responds 
as well as any of the more expensive ones. 

You can even adjust the response slightly ^ 
with built-in trim controls on the base. f 
Movement feels satisfying and definite, 
which helps you to apply precise control. 

A good all-round performer, perfect for 
anyone on a budget. 

PCF Rating 76% 




£12.99 Quickshot ® 0181 365 1993 

The Warrior 5 is the latest in a long line of Quickshot joysticks, which all 
look great. This one looks as if it's been extracted straight from a futur¬ 
istic science fiction movie, and it feels pretty good too. Although it's a 
little angular in your hand, this only affects comfort after you've been 
using it for a long while. The fire button is awkward to reach and 
there's too much movement, but at least the mechanism is smooth. A 
good price too. 

PCF Rating 67% 


FX 2000 

£29.99 Suncom 
« 01285 642211 

When it comes to ergonomics this 
stick's designers were obviously 
keen to please, because there' 
sharp edge to be found anywhere, 
fact it feels extremely organic and they' 
even catered for left and right-handed play¬ 
ers - the stick can be rotated on its 
base to suit either preference. 
Unfortunately, people with large 
hands might feel a bit ham- 
fisted with it, although 
ironically, judging by the 
radius of the grip, the stick is 
actually designed for them. 

Quite a pleasant feel, and 
adequately responsive. 

PCF Rating 76% 




Analogue 

£39.99 Gravis 


« 01293 538666 


This is the junior version of the 
Analogue Pro and it's nearly as good. It 
lacks the Pro's throttle control and 
it only has one top fire button - 
and this absence is the 
most telling because it 
changes the stick's 
ergonomics entirely. 

Even so, the internal 
mechanism is identical 
and you can still set the 
tension, which means that the 
stick is both responsive and com¬ 
fortable. A good choice for younger 
players, although not particularly 


PCF Rating 76% 


iS 



£17.99 Euromax ® 01262 601006 


Although there are few gamepads available for the PC the Phantom 2 is a good 
one to look at. It all but melts into your hand and feels reassuringly sturdy. 
With virtually no travel in the thumb controlled pad it's quick off the mark, 
helping you to reach those high scores. It has six fire buttons, so if your games 
enable you to program joystick functions, you're at an advantage already, 
especially with beat-'em-ups. Not at all suitable for flight sims, but ideal for 
most arcade games. 


PCF Rating 80% 


There can be no better stick for the 
flight simulator enthusiast than the 
Pro Flight Control System, but it really 
is a waste of time as a multi-purpose 
stick. In that category the Analogue 


Pro takes pole position. Budget users 
are spoiled for choice, but the 
Megagrip III offers the best features 
at a sub-£20 price point. The 
Phantom 2 is also worth considering. 
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New games previewed 




1995 is going to be the best ever for PC games. 
We’ve got the technology, we’ve got the talent, and 
we’ve got an awful lot to look forward to. Here’s an 
A-Z of some of the hottest products to look for¬ 
ward to, plus two previews of what we think will be 
the chart-topping success stories of the year. 


Air Power Alone in The Dark 3: A 



some bizarre aircraft. 

The plot: Set in an alternative real¬ 
ity, Air Power deals with a fictional 
era where vast airships trawl the 
skies and Russian aristocrats fight it 
out for supremacy. 

The team: Rowan Software, the 
people who brought you Dawn 
Patrol and Overlord, for release 
through Mindscape. 

The hopes: The concept is a novel 
one, with surreal prototype air¬ 
craft which, although dynamically 
accurate, would cause a stir at an 
air show. It'll be the third outing 
for Rowan's brilliant graphics 
engine and the very early beta we 
fooled around with showed con¬ 
siderable promise. 

ETA: Autumn '95 (Mindscape) 

Aliens 

The game: 3D licence with a sniff of 
the pre-rendered stuff in Dragonlore. 
The plot: It'll be based on the Dark 
Horse comics. They're an indepen¬ 
dent American comic-book outfit, 
who've turned out graphic novels 
based on licences like Star Wars, 
Predator, Robocop, The Abyss, 
Terminator and Aliens, as well as 
original comic books such as 
Concrete and Mask (the movie was 
based on the comic). Phew. 
Whatever the plot is, you can bet 
that it'll be a blast. 

The team: Cryo Development is 
working on it for Mindscape. 
They're the people who pro¬ 
grammed MegaRace and Dragonlore. 
The hopes: Can't you just see the 
Aliens fans dribbling? 

ETA: October '95 (Mindscape) 


The game: More 3D adventure 
viewed from obscure angles. 

The plot: Edward Carnby on the 
set of a B-movie 1920s Western 
uncovers all sorts of ghostly cow¬ 
boys and injuns. 

The team: Developed in-house 
by Infogrames 

The hopes: The two other games 
have both been strong and this is 
more of the same. A sub-game 
shows off a new 3D engine which is 
- apparently - utterly amazing. 

ETA: January '95 (Infogrames) 



Cadillac and Dinosaurs 

The game: Cartoon, adventure- 
arcade action. 

The plot: Based on the hit comics by 
Mark Schultz. The bomb has 
dropped and the survivors include 
dinosaurs who've somehow 
evolved and a bunch of retro-car 
freaks. In the future eveyone will 
drive a flash car. 

The team: The new super-group 
Rocket Science are working on this 
one for BMG. 

The hopes: Nothing concrete yet, 
but early fears suggest an awful lot 
of pre-rendered sequences. 

ETA: January '95 (BMG) 


Chaos Control 



The game: Shoot-'em-up through 
the depths of pre-rendered territory, 
with a dose of Manga styl-ee anima¬ 
tions in the adventure-esque cut 
scenes which carry the story. 

The plot: Woman pilot takes on 
alien virus. Rather than just putting 
yoghurt on it she takes a futuristic 
plane and shoots-it-up. The sub-title 
of the game is L for Liberty, but it 
may as well have been R for Rush, 
since everything we've seen of it has 
stuff rushing towards you! 

The team: Co-production between 
Philips and Infogrames. It's coming 
out first on the CD-i which, to us, 
has worrying implications for the 
game's playability. 

The hopes: We're getting a bit 
hacked off with pre-rendered shoot- 
'em-ups. We're just praying that CC 
isn't a repeat of the Microcosm and 
Novastorm fiascos. Get it right. 

ETA: Early '95 (Infogrames) 

Chopper Game 

The game: This is a working title 
only, for DID's next 3D extrava¬ 
ganza flight game. 

The plot: Set in the next century, 
you fly as part of a clandestine polic¬ 
ing organisation, on a series of 
missions and adventures. Yup. It 
sounds like another prop up the 
regime, pop off the rebels game. 

The team: Digital Image Design, the 
people behind Inferno and TFX, are 
programming this flight game for 

The hopes: After the problems with 
Inferno and TFX CD, perhaps DID 
has learnt a few lessons. Early 
impressions are promising. 

ETA: Mid '95. (Ocean) 









New games previewed 


Command and Conquer 



The game: Action-strategy game in 
the Dune 2 mould. 

The plot: Two superpowers are bat¬ 
tling it out for global supremacy in 
the next century. Pick your side and 
do some damage. 

The team: The lads 'n' lasses at 
Westwood Studios, who pro¬ 
grammed Dune 2, are working on it, 
for VIE. 

The hopes: Visually we already 
know it'll be hot with loads of pre¬ 
rendered stuff and detailed 
graphics. As for the gameplay, if 
Dune 2 is anything to go by then 
expect a total winner. 

ETA: February '95 (VIE) 

Creation 

The game: Underwater shoot-'em- 
up with strategy elements. 

The plot: In the future we'll all live 
underwater and compete for scarce 
resources. We'll have the odd war 
and then some alien plant-growths 
will attack us. It won't be pretty. 

The team: We love Bullfrog. 

The hopes: Another outing for the 
Magic Carpet engine, this one has the 
chance to really fool around with the 
lighting effects caused by rippling 
water and show off bee-yoo-ti-full 
fish-ees. Rumours that diving under 
the water in Magic Carpet would take 
you into Creation have been con¬ 
firmed by the man Molyneux. We 
can't wait to have them both 
installed on our hard drive. 

ETA: Mid '95 (Electronic Arts) 


Dark Seed II 



The game: Point-and-click horror 
adventure. 

The plot: Sci-fi author and walking 
aspirin advertisement Mike Dawon 
is back, with more Dark World Giger- 
esque adventures. 


The team: It's being developed in- 
house by Cyberdreams. 

The hopes: The first game was okay, 
but for the sequel we're promised 
tonnes of puzzles and a more expan¬ 
sive plot. 

ETA: Late '95. (Cyberdreams) 


Discworld 



The game: Graphic adventure in the 
point-and-click school. 

The plot: Terry Pratchett wrote the 
plot in the best-selling books. We 
could summarise it, but why deprive 
yourself of a good read? 

The team: Teeny Weeny games are 
programming it, on behalf of 
Psygnosis. 

The hopes: Loads of top celebs are 
doing the voices, including the likes 
of Tony Robinson, who played 
Baldric in Blackadder. The beta we 
played wasn't exactly ground-break¬ 
ing, but the rock-steady story lines 
and involvement of Tezza at a high 
level guarantees a winner. 

ETA: February '95 (Psygnosis) 

Dungeon Keeper 

The game: It'll be a fantasy RPG... 
but don't hold that against it. 

The plot: Who cares? It'll be a fan¬ 
tasy story line, and no matter what 
magic Bullfrog can work, it'll still 
sound like all the others. 

The team: Bullfrog rules. 

The hopes: Every time we talk to 
Peter Molyneux about this project, 
he immediately gets defensive and 
explains that it won't be like all the 
other tedious RPGs out there. He's 
hoping to create something entirely 
new... and good luck to him. 
They've developed some brilliant 
routines for body animations which 
they plan to use. 

ETA: Late '95 (Electronic Arts) 

FX Fighter 

The game: One-on-one beat-'em-up, 
handled in 3D. 

The plot: Hit him. Hit him. No not 
the face. Not the face. 

The team: Argonaut is behind this 
one - they're the people who 
brought the world Creature Shock on 
the PC and Star Wing for the Super 
Nintendo. The game is to be released 
through GTE. 

The hopes: We had a chin-wag with 


Jez Sans, and he boasted that FX 
Fighter would beat the likes of Virtua 
Fighter into a bloody heap of scar tis¬ 
sue and internal organs. Those 
weren't Jez's exact words however, 
he concentrated on explaining how 
the game would use B-render rou¬ 
tines and texture-mapped polygons. 
ETA: Spring '95 (GTE) 


Flight of The 
Amazon Queen 



The game: Point-and-click graphical 
adventure. 

The plot: B-movie story line set in 
an Amazonian jungle, with bags of 
gratuitous sexism. 

The team: Being developed by 
Interactive Binary Illusions for 
Renegade. 

The hopes: It's hoped that the 
comic-book feel of the game will 
actually produce something gen¬ 
uinely amusing. As for the CD talkie 
voice-overs, it'll have Penelope 
Keith in, and how can anything star¬ 
ring this little fun bundle not reduce 
a player into a helpless heap of 
laughter? Erm. Apart from the sit¬ 
coms, obviously. 

ETA: January '95 (Renegade) 


Flight Unlimited 



The game: Non-aggressive flight 
simulator. 

The plot: Aren't you paying atten¬ 
tion? We said non-aggressive. 
There's no story line, you just fly 
around. Capiche? 

The team: Looking . Glass 

Technology has also worked on the 
likes of Ultima Underworld and 
System Shock for Origin... Not bad, 
eh? VIE got hold of the UK distribu¬ 
tion rights. 

The hopes: PC FORMAT has taken 
this beauty for a spin and our first 
impressions were absolutely bril¬ 


liant. The detailing is fantastic and 
the flight model is terribly authentic, 
since the aerodynamic calculations 
are done at the air particle level. 
Whatever that means. If you want to 
learn how to fly then this is going to 
be the one. 

ETA: January '95 (VIE) 

Frontier: First Encounters 

The game: The thinking man's 3D 
space shoot-'em-up, with trading 
and adventure thrown in. 

The plot: Set in the years before 
Frontier, there are a whole lot more 
aliens out there. 

The team: David Braben still flog¬ 
ging away for the GameTek gang. 
The hopes: We never rated Frontier, 
but early reports are much more 
promising for this sequel. The mis¬ 
sion structure will be more 
sophisticated and include FMV 
sequences streamed from CD-ROM. 
ETA: March '95 (GameTek) 


Full Throttle 



The game: Cartoony graphic 
adventure. 

The plot: You play a biker called 
Ben, who's on the run from the law. 
It wasn't you wot dun the moider. 
Low-life scum on a Harley Davison. 
The team: LucasArts is program¬ 
ming the game, with Tim Schafer as 
project leader - the geezer who 
brought you the Day of The Tentacle. 
Being released through VIE. 

The hopes: Even die-hard cynic Ed 
Ricketts is getting excited about this 
one. No, really. 

ETA: April '95 (LucasArts) 



s 
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Hard Wired 



The game: CD-only hover tank 
simulator with 3D combat and 
FMV sequences. 

The plot: Based on the Walter Jon 
William's cyberpunk novels. Hard 
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New games previewed 


Wired places you in the pilot seat of 
a hover tank on a variety of smug¬ 
gling and trading missions. 

The team: Being developed in-house 
by Novalogic over in the States, for 
possible release through US Gold. 
The hopes: This ambitious project is 
being billed as Nova Logic's biggest 
game yet, but the gameplay will 
have to be top-notch if people are 
expected to put up with yet more 
voxel graphics. 

ETA: April'95 (US Gold) 

Heart of Darkness 

The game: Graphic adventure, 
shrouded in secrecy, being pro¬ 
grammed for CD-ROM only. 

The plot: All we can be sure of is 
that it will have nothing to do with 
the Joseph Conrad novel. Probably. 
We also know that its lead character 
is a young boy called Andy and its 
number one bad bloke is called The 
Master... Very Doctor Who. 

The team: It's the first game from 
new programming house Amazing 
Studio, but don't write this lot off 
as amateurs They're composed 
mostly of Ex-Delphine bods - the 
people who brought you Another 
World and Flashback. It's being 
released through VIE. 

The hopes: The screenshots we've 
seen sure look luverly, but anything 
else is merely speculation. 

ETA: September '95 (VIE) 


Hunters of Ralk 



The game: First-person perspective 
role-playing game. 

The plot: First in a line of Ralk 
games, that's the name of your tribe 
by the way, your mission is to find 
some former lost champions, or 
other, to protect your territory from 
attack. Sounds a bit like fantasy. 

The team: Well, yes it is fantasy. 
The game's design team includes 
Gary Gygax and for your informa¬ 
tion he's the chappie who designed 
Advanced Dungeons and Dragons. 
Can we ever forgive him? The 
game is being designed and 
released by Cyberdreams. 

The hopes: Much is being made of 
the combat systems and the artifical 
intelligences within the Ralk engine. 
ETA: Late '95 (Cyberdreams) 


I Have No Mouth and I 
Must Scream 



The game: Graphic adventure with 
bags of puzzles, probably in the 
point and click school. 

The plot: Based on the short story 
by Harlan Ellison, it's a tale of post- 
apocalyptic survival. Your task is to 
journey into the belly of a huge 
super-computer, which fills the cen¬ 
tre of the world. You're out to show 
the omniscient valve-head who's 
boss. Cooel! 

The team: Cyberdreams is develop¬ 
ing the game in-house. Harlan 
Ellison is one of the most respected 
and awarded sci-fi fantasy writers 
ever. As well as books, he's also 
written for Star Trek, The Outer 
Limits and The Twilight Zone. So you 
could say he's been around a bit. 

The hopes: Dark Seed was okay, but 
Cyberdreams is promising some 
new technology and a tonne of 
mind-bending puzzles. 

ETA: Late '95 (Cyberdreams) 


KA-50 Hokum 



The game: Helicopter combat 
simulator. 

The plot: Your mission should you 
choose to accept it is to take on the 
pirates on the South China Seas. No, 
we don't mean rogue operators 
bunging out copies of their favourite 
games to mates. It's more your yo ho 
and a bottle of rum variety. 
Gameplay mostly revolves around 
blowing up lots of boats, with a tasty 
arsenal of ultra-violent weaponry. 
The team: This one is being handled 
by US based developer Simis for 
release through VIE. 

The hopes: Beset by delays towards 
the end. Hokum looks set to be the 
best helicopter combat game yet for 
the PC... until DIDs next game turns 
up that is. 

ETA: Jan '95 (VIE) 


Lands of Lore2 



The game: Fantasy RPG which 
mixes a 3D engine with pre-ren- 
dered sequences. 

The plot: Hack, slay and solve. 

The team: It's been programmed by 
Westwood Studios, for release- 
through VIE. Their games include 
the first two Eye of The Beholder 
games and the point and click 
Kyrandia adventures. 

The hopes: Sequel to the highly suc¬ 
cessful orginal game, ahem, Lands Of 
Lore (PCF 25,79%) it all seems 
promising enough. They've been 
much more ambitious with the 
engine this time around, and early 
impressions are that it just sounds a 
bit too similar to Dragonlore from 
Mindscape for its own good. 

ETA: June '95 (VIE) 


Loadstar 



The game: Pre-rendered shoot-'em 
up with FMV cutaways, featuring 
among others, Hollwood fatman 
Ned Beatty. 

The plot: You play space trucker 
Tully Bodine on a mission to smug¬ 
gle a contraband assignment of, erm, 
camels off the Moon. Jeff Minter 
would just love a storyline like that. 
The team: Except Jeff Minter's not 
working on the game. Instead the 
big name's include, on conceptual 
design Ron Cobb (He worked on the 
likes of Alien, True Lies and Total 
Recall. Then, on game design there's 
Brian Moriarty who worked on 
Beyond Zork and Loom. The game is 
coming out of the Rocket Science 
laboratory - the boys have shown a 
lot of promise but are yet to prove 
themselves. BMG are distributing it. 
The hopes: We've yet to assuage our 
fears that this could end up as 
tedious as every other pre-rendered 
shoot-'em up. Only time will tell. 
ETA: Early '95 (BMG) 


Lost Eden 



The game: Mix of strategy and 
adventure with loads of pre-ren¬ 
dered dinosaurs. 

The plot: It's all set in a fantasy era 
where humans and dinosaurs co¬ 
exist, or rather wage war against 
each other. You play Adam, a geezer 
charged with the task of finding 
technology, to defend against the 
dinosaur attacks. 

The team: The programming team is 
Cryo, the French development 
house whose successes include KGB 
and the CD version of Dune. 

The hopes: It all looks a little 
strange to us. We'll just have to wait 

ETA: January'95 (VIE) 



Mortal Kombat 2 

The game: Probably the best beat- 
'em-up ever, surpassing even the 
mighty Street Fighter 2. 

The plot: A thinly veiled excuse for 
bags of ultraviolence, plus some 
groovy friendship and babe-ality fin¬ 
ishing moves. 

The team: Probe has programmed 
this one for the nice people at 
Acclaim. 

The hopes: The console versions 
have been utterly astonishing and 
judging by the quality of the origi¬ 
nal game on the PC, this should 
be brilliant. 

ETA: February '95 (Acclaim) 


Phantasmagoria 
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The game: 7th Guest style graphic 
adventure with pre-rendered 
sequences and some very nasty con- 

The plot: It's all very complex and 
involves magicians, mass murderers 
and grisly deaths. 

The team: Being programmed in- 
house by Sierra, with a story line by 
Roberta Williams. 

The hopes: It's already stirred up a 
wad of controversy with its, ahem, 
adult content but ignore the hype 
and wait for our review. 

ETA: Feb '95 (Sierra) 

Quake 

The game: 3D bash-'em-up extrav¬ 
aganza. 

The plot: Norse Gods, hitting each 
other with hammers, not unlike 
Thor. Great. 

The team: Id Software, the program¬ 
ming gods who brought the world 
Doom and Wolfenstein. 

The hopes: "It'll be to Doom, what 
Doom was to Wolfenstein " - Id big¬ 
wig Jay Wilbur 

ETA: Shareware release at the end 
of '95. We can't wait. 


Sensible Golf 



The game: Golf gets the Sensible 
treatment. Tiny sprites and, erm, big 
gameplay. 

The plot: Yup, that'll be golf then. 
The team: Sensible Software, the 
team that brought you Sensible Soccer 
and Cannon Fodder. 

The hopes: They've chosen a com¬ 
pletely different perspective to most 
3D golf games. It's a top-down affair 
with close ups where necessary. 
Sensible is programming it, so 
expect great things. 

ETA: Jan '95 (VIE) 


Sensible World of Soccer 



The game: It's football, okay. 
Football. Football. What do you 
want from us? Oh, all right, it's a 
heavily enhanced Sensible Soccer 
with management options and 
tonnes of statistics thrown in. 

The plot: That's a joke. Right? 

The team: The lads at Sensible... 
obviously. 

The hopes: The Amiga version was 
disappointing to some, but we're 
hoping for better on the PC. 

ETA: May '95 (Renegade) 

SimTower 



towerblocks get the Sim treatment. 
The plot: Build it up, see it grow, let 
it flourish. Eavesdrop on the lives of 
a million citizens, watching them go 
about their daily business. 

The team: It's been programmed in 
Japan by Handbook - so not the nor¬ 
mal Sim crew. However it's 
understood that they have had a 
substantial impact on the way the 
game plays. Maxis is releasing it. 
The hopes: We had a bash at the 
Japanese version and it was quite a 
laugh, but we'll withhold judgement 
until we can work out what the hell 
is going on. 

ETA: February '95 (Maxis) 


SimRainforest 



The game: Ecological and develop¬ 
ment simulation. 

The plot: You have to balance the 
urge for modernisation with the 
need to preserve a fragile eco-sys- 
tem. That's real tough. 

The team: Being developed by 
Intelligent Games for Maxis. 

The hopes: Graphically it already 
looks impressive, and hopefully the 
game won't be too complex (a la 
SimEarth). Could be the next big thing. 
ETA: Early '95 (Maxis) 


Slipstream 



The game: 3D racing game through 
tunnels and over cities. 

The plot: Set in the future, it has a 
real Flash Gordon feel to it. 

The team: It's being programmed 
in-house by Gremlin Interactive. 

The hopes: It's a good 3D engine, 
and if they can get it running fast 
enough, then it should be a real rush! 
ETA: Early '95 (Gremlin) 


Syndicate 2 



The game: Not much like the origi¬ 
nal - it'll use an enhanced Magic 
Carpet engine. 

The plot: Prop up a corrupt regime 
by killing people and blowing stuff 
up. More of the same. 

The team: Them crazy old lads at 
Bullfrog, lead as ever by the 
indomitable Peter Molyneux. 

The hopes: Graphically we have a 
lot to look forward to, with virtua- 
style camera angles to view the 
action and lots of real-time 
raytracing. 

ETA: Late '95 (Electronic Arts) 

The 11th Hour 

The game: Interactive-movie with 
lots of pre-rendered sequences. 

The plot: The house that hates is 
back. It's the sequel to The 7th 
Guest and features more Faustian 
frolics, with a considerable debate 
about just what it was that hap¬ 
pened to some poor woman's arm. 
The team: Trilobyte again, for 
release through VIE. 

The hopes: Trilobyte is promising 
loads more interaction and puzzles 
this time round. The trailer we saw 
had fantastically high production 
values, so this one could be a bit of a 
winner. Big things are expected. 
ETA: The game's been put back 


several times, firstly due to classi¬ 
fication traumas (it could get an 18 
rating) and secondly because (or 
so it’s rumoured) they saw Under a 
Killing Moon and went back to the 
drawing board. 


Theme Hospital 



The game: The sequel to Theme Park, 
it’ll be another frivolous manage- 


The plot: You run a hospital, man¬ 
aging resources and staff to keep 
folk alive. Watch out for the little 
kids wandering from the children's 
ward and interrupting a laser- 
surgery session. 

The team: That'd be the lads at 
Bullfrog once again. 

The hopes: Theme Park was brilliant 
and this sequel promises even more. 
ETA: Mid '95 (Electronic Arts) 

Ticonderoga 

The game: Naval strategy war game. 
The plot: The US versus the world. 
Keep the peace and all that malarky. 
The team: Intelligent Games is pro¬ 
gramming this one, for Mindscape. 
The hopes: The mission statement 
behind Ticcers is to make naval sim¬ 
ulation more accessible than ever 
before - this a user-friendly inter¬ 
face. PC FORMAT played a beta and 
found it easy to get into. 

ETA: January (Mindscape) 

z 

The game: Ermm. Strategy-cum- 
action-cum-arcade, or something. 
The plot: They won't tell us any¬ 
thing. The rotters. 

The team: Ah. We know this one, 
it's The Bitmap Brothers. Yup. No 
doubt about it. 

The hopes: A former member of the 
PC FORMAT team saw it, but when 
asked for hard details said he could 
tell us, but he'd have to kill us after¬ 
wards. Cobbling together a picture 
with sketchy facts, unconfirmed 
rumours and speculation, we reckon 
it'll be a bit Dune 2-ish with some 
tanks, lots of AI and a brilliant 
multi-player game, over modems 
too. But you didn't hear it here. 
Believe the hype. If you can find it. 
ETA: Second quarter '95. 














The Dig previewed 



S 

3 

o 


u. 

s 


102 


Dig 

£TBA • CD-ROM only 
• Due out for Christmas 1995 

Asteroids, alien starships and com¬ 
plete insanity. That’s what we’d 
heard about The Dig , so we sent 
James Binns along to get the dirt. 



Rather 
foolishly, the 
astronauts 
decide to 
step out of 
their cosy 

to explore. 
What a 
mistake. 


J ust how much involvement 
Stephen Spielberg has actu¬ 
ally had in this heavily 
hyped graphic adventure is a moot 
point. The project's been running 
about a year, which would put it 
bang on the heels of Schindler's List. 
Somehow it's hard to imagine old 
Spielly making such a radical and 
sudden change. Few 
can remember the 
very earliest video 
game he had a con¬ 
nection with. Just to 
show off, it was ET 
on the old Atari 
VCS - the game that 
ruined Atari's for¬ 
tunes overnight in a 
crisis of over-pro¬ 
duction that had to 
be bulldozed into a desert. Errm. 
Anyway back to the preview. 

The Dig began life as a script for 
one of Stephen Spielberg's Amazing 
Stories. Apparently the show lacked 
the budget and time to do justice to 
the concept and so Spielberg, 
already a fan of computer games, 
approached LucasArts with the 


concept. At that stage it was still 
just a story line. 

The Dig has a lot in common 
with the Sierra/Dynamix game 
Outpost, since both involve an 
asteroid on a collision course with 
Earth. In Outpost you do a runner 
off the Earth, whereas in The Dig 
you command the team that goes 
out into space, to 
try and stop it. 
Your space shut¬ 
tle mission is a 
success, with two 
nuclear devices 
knocking the 
asteroid into a 
safe orbit. 

Predictably 
enough, your team 
ignores the bonfire 
night warning about never going 
back to a firework, and lands on the 
asteroid to explore its surface. The 
moment you touch down however, 
the rock transforms into an alien 
starship, whisking you off to a dis¬ 
tant galaxy. Yep, the whole thing 
was a booby trap. Now comes the 
bit where you start digging, trying 


You start digging, 
trying to uncover 
the secrets ot a 
long dead alien 
civilisation 



to uncover the secrets of a long dead 
alien civilisation. We're not going to 
let on about the secret, but what we 
will say is that it's going to drive 
your crew insane. It's all down to 
you to keep your head and figure 
out a route back to Earth. 

Industrial, Light and Magic 

The really, really big name, with a 
stronger con¬ 
nection to the 
project than just 
Spielberg, is 
Industrial Light 
and Magic 
(ILM). They’re 
the people who 
have been bring¬ 
ing you top 
visuals for a 
good chunk of 
your movie-going life, right from 
Star Wars through to Jurassic Park, 
and this is the first game they've 
ever worked on. Rumour has it that 
the digital effects are already look¬ 
ing stunning, particularly the 
flickering torch effect you experi¬ 
ence while travelling down a 
narrow tunnel. 


It appears that the user interface 
is now virtually finished, and owes 
much to the traditional LucasArts 
engine, which has been knocking 
around in some form or other since 
Monkey Island. It's point-and-click 
fun all the way, with a tool bar that 
changes the pointer icon as actions 
are selected. 

The Dig has suffered all sorts of 
delays, not helped by 
the occasional inter¬ 
vention of Spielberg. 
Rumour is that he 
was unhappy with 
the way the project 
was going and 
demanded changes 
that took the pro¬ 
gramming team back 
to the drawing 
board. We reckon it'll 
definitely turn up before 
Christmas '95 and the most opti¬ 
mistic report is that it could be 
ready for the second quarter of '95. 
Rest assured that PC FORMAT 
will be there as the story breaks - 
we've already signed up a deal to 
bring you the first exclusive 
playable demo. 


The Dig began 
life as a script for 
one of Stephen 
Spielberg’s 
Amazing Stories 







Dark Forces previewed 


Dark Forces 

£TBA • CD-ROM • Due out in February from VIE 



Whether you're seeing red or not, 
there’s killing to be done. Lots of It. 


“Yeh, yeh, yeh. Just another Doom clone. Bung it 
on the pile with the rest, I’ve got killing to be get¬ 
ting on with.” James Binns was cynical about Dark 
Forces ... until he tried it out for himself. 


W ith the absolute avalanche 
of Doom-'e m-ups (hey, we 
just invented a phrase) 
that have been and will be shovelled 
your way. Dark Forces will have to be 
something very special to do justice to 
the Star Wars brand. The program¬ 
ming team at LucasArts are doing a 
grand job however, 
and PC FORMAT 
actually sneaked a 
good bash at an 
early beta to see 
how it's shaping up. 

The action in 
Dark Forces is 
designed with a dif¬ 
ferent mind-set to 
the gore-splatter-fest 
that inspired Doom. 

Rather than romp¬ 
ing around, killing 
everything you can, 
running from things 
you can't kill and finding the odd key 
or pulling a lever here and there, you'll 
actually have to think carefully before 
trying anything. There's much more 
manipulation of objects and puzzles to 
be solved. LucasArts is playing more 


to the adventure market, and early 
comparisons with the likes of System 
Shock from Origin are more appropri¬ 
ate than comparisons with Doom. 

That plot, then 

You play a mercenary type, out to 
avenge the murder of your parents 
by the Empire. 
Much like Han 
Solo, you're 
hired for these 
missions, but 
ultimately 
you're out there 
for yourself. As 
the story unfolds 
your tasks 

become increas¬ 
ingly complex, 
across different 
ships and planet 
surfaces. The 
plot is based 
more on the Dark Horse comics than 
the actual films themselves. The 
original plan was to call the game 
Jedi and have you playing a Luke 
Skywalker, but that was dropped for 
storylining reasons. The character 


you play isn't even a Jedi, which 
means, tragically, that you don't get 
to have a go with a light sabre. But 
more on the weapons in a moment. 

Early in the game's develop¬ 
ment, rumours ran rife that Dark 
Forces was actually just using an 
enhanced graphics engine from 
Doom, but these sceptics were con¬ 
founded when LucasArts proved 
that it could shift backdrops as 
quickly as Id, while enabling players 
to look up or down. Typically you'll 
control movement with the mouse 
and use the cursor keys to set view¬ 
ing angles. So, unlike Doom, when 
you approach a ledge you'll be able 
to take a peep over it. 

The weapons? 

Taking a peep is all very well, but 
how about lobbing a hand grenade 
down into a pit, seeing it bounce 
down and explode gratuitously? 
That's just one of the nine weapons 
you get to fool around with. 
Uniquely, there are two different fire 
buttons, since some pieces of kit can 
be triggered in two ways: grenades 
can be impact or timed, for example. 



Sneaking up behind Stormtroopers isn’t 
noble, but It makes a lot of sense. 


There are 20 different Imperial ene¬ 
mies to taste your weaponry, but 
don't expect Doom-style gore or death 
sequences. LucasArts prides itself on 
looking out for the little folk, so the 
most mind-poisoning material you 
can expect from Dark Forces is a black 
mark on a dead stormtrooper's white 
body armour. But remember this, 
gore-fans: the Emperor's Chair in The 
Empire Strikes Back was just one of the 
obsessions of serial killer Jeffrey 
Dahmer. He wanted to make a chair 
just like the Emperor's... out of skulls. 

The PC FORMAT team played 
an early beta of the game exten¬ 
sively, and our opinions were 
generally good. It doesn't play much 
like Doom, doesn't have the same 
meaty feel and doesn't get the 
adrenaline pumping in the same 
way. But is all this really important 
when you've got a fast, smooth 
adventure based on a truly epic 
saga? We'll bring you a full review 
of the game early in '95, but until 
then you can console yourself with 
the dream of the CD-ROM demo, 
which will be coming to a 
PC FORMAT near you soon. 


Early comparisons 
with the likes of 
System Shock 
from Origin are 
more appropriate 
than comparisons 
with Doom 
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Looking to buy a 
game? Then 
you've come to 
the right place. 
We've got liter¬ 
ally hundreds of 
them. Take your 
pick from the 
good, the bad 
and the spectac¬ 
ularly uninspired. 
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Bridge Champion The Oxford Toolworks Issue 32 78% 

Brutal Sports Football Millennium Issue 28 54% 

Bubble Dizzy CodeMasters Issue 28 21 % 

Buck Rogers US Gold issue 7 60% 

Budokan Hit Squad Issue 22 48% 

Bush Bucks Activision Issue 7 41% 

Buzz Aldrin’s Race Into Space EA Issue 21 57% 

B-Wing US Gold Issue 30 80% i 

CJ's Elephant Antics CodeMasters Issue 27 40% 

Cadavar Mirrorsoft Issue 5 25% 

Caesar Deluxe Impressions Issue 25 78% 

Caesar’s Palace Virgin Games Issue 16 51 % 

Campaign Empire Issue 15 70% 

Campaign Mission Oisk Empire Issue 24 71 % 

Cannon Fodder Sensible Software/VIE Issue 32 86% i 

Captain Dynamo CodeMasters Issue 25 58% 

Captive Mindscape Issue 16 66% 


Carriers at War 2 SS^EA Issue 34 


Carriers ar War Construction Kit EA Issue ; ?3 



Championship Manager '93 Domark Issue 23 39% 

Championship Manager for Windows Domark Issue 30 39% 

Charge Of Light Brigade Impressions Issue 6 33% 

Chess Champion 2175 Oxford Soft issue 7 58% 


Chessmaster 3000 Mindscape Issue 5 85% i 

Chessmaster 3000 MPC Pro (CD) Soft' Toolworks Issue 23 88% a 

Chessmaster 4000 Turbo Mindscape Issue 28 82%-* 

Chuck Yeager’s Air Combat Hit Squad Issue 27 82% 


Clockwiser Rasputin Software Issue 37 

Club Football The Manager Boms Issue 37 
The Clue! Neo Software Issue 37 

Coaches Club Football MicroProse Issue 27 
Cogito Kalisto/Soft Line Issue 24 
Cohort 2 Impressions Issue 21 
Colon iza tion MicroProse Issue 37 


Comanche Mission Disk 1 US Gold Issue 21 
Comanche Over the Edge US Gold Issue 30 
Combat Classics Empire Issue 16 
Combat Classics 2 Empire Issue 27 



Cool Spot VIE Issue 34 
Cool World Ocean Issue 17 
Corporation Core Design Issue 2 
Corridor 7 Gametek Issue 33 

Cosmic Spacehead Codemasters issue 29 
Countdown Lockton Software Issue 37 

Crazy Cars 3 Titus Issue 23 

Crime City Impressions Issue 11 
Crime Time Starbyte Issue 3 
Creepers Psygnosis Issue 19 

Crisis in the Kremlin MicroProse Issue 11 
Cruise For A Corpse US Gold Issue 7 
Crusaders of the Dark Savant US Gold Issue 15 

Crystals of Aborea Silmarils issue 20 
The Crystal Maze Sherston Software Issue 39 
Curse of Enchantia Core Design Issue 15/37 
Cybercon 3 US Gold Issue 14 

CyberRace Cyberdreams Issue 28 
Cyclemania Accolade Issue 39 

D Day Impressions Issue 35 





Space-based RPG from SSI. Addictive role-playing, but too many statistics for some. 
Old but not particularly gold martial arts beat-’em-up. On budget. 

Sad edutainment effort sends you around the world in search of cultural treasures. 
Win the space race in this potentially entertaining strategy game, but it ends up dull. 

jl X-WIng. Wouldn’t you rather play TIE Fighter now? 



Fantastic mix of arcade and strategy action. Perhaps a tad tasteless though. 
More fun platforming run-and-jump nonsense from the Codies. 


Complicated sci-fi RPG that is heavy going at first, but enjoyable when you get into ft. 

Good racing game but IndyCar Rating's better. More than enough thrills and spills. 
Old-but-gold strategy/action game on a budget label. Don’t miss ft for £10. 

Decent naval war game set in the Pacific in World War II. Artificial intelligence is limited. 

They added one to the game’s title, we took one off the score. That's equity for you. 

Decent add-on disk gives you new scenarios and the chance to create your own engagements. 
Dull medieval strategy game involving too much waiting around and not enough tension. 
Campaign disk extends the life of the original CasHes but doesn't add anything new. 




Respectable chess game, but nothing special when compared to Chessmaster 3000. 


t chess game with lots of options, but not as good as Chessmaster. 


Includes advice from Karpov and speech throughout If you have a CD-ROM drive, get this. 
Any cleverer and ft would be President of the USA. Only for those of you with a 486. 

Mix and match planes from different eras in this budget flight sim. Runs well on a 286. 
Dire racing game on the streets of San Francisco. Avoid ft. 

Easy to get into, horribly addictive, almost unlimited scope for repeat plays. 


Remarkably entertaining Windows puzzler and ft only costs £7.99. 

Now on budget. It’s a puzle game but it’s different to Tetris. 100 levels of block-dropping fun. 
There are so many other footy games out there. Why should you buy this one? No, us neither? 


Want to play American football on your PC? Play this. 

Ridiculously over-priced and under-developed Windows puzzle game. 
Intriguing puzzle game pits your wits against the PC. Limited lasting appeal. 


Stunning 3D graphics set a new standard but you’ll finish this helicopter sim in a night 
Good-value pack provides 30 more missions for Comanche: Maximum Overkill. 
Commanche was never big enough and this data set makes the game so much better. 

Three good sims in one pack - F-15 Strike Eagle 2, 688 Attack Sub and Team Yankee. 
Three more good sims in a pack - Pacific Islands , Silent Service 2 and F-19 Stealth Fighter. 
Legend does away with the text interface for its first truly graphic adventure. 

Loved the film (big fan of Amie) but the game is disappointing. 

So-so strategy-cum-empire-building affair with RPG-type monsters. 


Entertaining Isometric puzzle game released on Mindscape’s Classics label for £19.99. 
Summery platform action in this seven-'em up jump about (Great gag) 

Smooth scrolling but unfortunately not the best game you’ll find on the PC. 

3D adventure with enough fist-fighting and gun battles to keep you hooked. 



Bears no resemblance to its predecessor. Fun arcade-style racing game. 

OK adventure game in which you play the part of a private detective. 

Totally tedious puzzle game in the Lemmings mould but without the humour and excitement 
Play Yeltsin, Brezhnev or Gorbachev and try to set the Soviet Union to rights. 

Irritating Hercules Poirot-style graphic adventure. Good 256-colour graphics. 

Enormous role-playing game with good graphics, but ft has nothing new to offer the genre. 
Budget role-playing game with some marvellous outdoor scenery. 

Oh dearie dearie dearie dearie me. Er, what’s right with it? Well, the tune's right. 

On budget Comic adventure game with plenty of humorous touches and a huge land to explore. 
Polygon-based 3D adventure. Complicated controls and ft looks out-dated. 

Promising initially but this Voxel-based 3D racer just doesn’t offer enough longevity. 

The gameplay’s fast and furious, and there are loads of options, but there are a few niggling incoi 
Acceptable wargame which lacks the dynamism of games like Battle Isle 2. 


Top five 
compilations 



1 Ultima Underworld 1 and 2 

£49.99 Electronic Arts PCF 36,90% (CD) 
Two RPGs here. Ultima Underworld 
scored 92% in PCF 9 and Ultima 
Underworld 2 got a noble 93% in PCF 18. 
This compilation brings them together 
with style and is still a winner, even up 
against 3D extravaganzas like Doom. 

2 Lemmings 2: The Tribes 

£29.99 Psygnosis PCF 36,89% (CD) 
Lemmings double-trouble in this CD- 
ROM compilation. You get not only 
Lemmings 2 (PCF 21, 86%) but also 
Lemmings (PCF 1, 75%) bunged in for 
good measure. Lemmings games are bril¬ 
liantly addictive and a tonne of fun 
too - even if at times they are a bit 
frustrating. They'll make you scream, 
then when you complete a level 
you'll cheer. 

3 MicroProse Sid Meier CD Edition 

£29.99 MicroProse PCF 36,85% (CD) 

This tasty double pack features two of 
Sid's most highly respected games. You 
know who Sid Meier is, don't you? He's 
the co-founder of MicroProse and also 
the chap who programmed the recent 
hit Colonization. Here we have 
Civilization (PCF 4, 85%) and Railroad 
Tycoon Deluxe (PCF 24, 74%). This 
compilation is a must for strategy 
buffs everywhere. 

4 MicroProse Sports CD Edition 

£29.99 MicroProse PCF 36,88% (CD) 

A couple of top sports games in this 
bundle. David Leadbetter’s Golf (PCF 14, 
86%) may not be the prettiest golf 
swing-'em-up around but we reckon it's 
still a must for every golf fan. As for 
F1GP (PCF 17, 85%), this smart racing 
sim ruled the track until IndyCar Racing 
came along. This bundle is a quality 
item... none of your shovel-ware here. 

5 Space Legends 

£34.99 Empire PCF 36,87% (CD) 

Treat anything that calls itself a legend 
with extreme caution. We reckon there 
are two legends here and one also-ran. 
On the legend side you've got Wing 
Commander (PCF 28, 86%) and Elite Plus, 
the classic space trading shoot-'em-up 
which is still playable after all this time. 
The also-ran is Mega Traveller 1: The 
Zhodani Conspiracy (PCF 3, 65%). It's a 
faithful conversion of the extremely 
popular Games Workshop Traveller series, 
but now feels terribly dated. 
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Top ten budget 
games 


1 Ultima Underworld 

£14.99 The Hit Squad PCF 39,87% 

This is getting silly. Much more praise for 
this RPG and we'll be forced to rename 
PC FORMAT as The Origin Fanzine. Look, 
all you need to know is that it's huge, emi¬ 
nently playable and brilliantly presented. 

2 Monkey Island 2: LeChuck's Revenge 

£16.99 The Hit Squad PCF 39,90% 

At last, you can find out the true secret 
of Monkey Island. And at a keen price 
too. With games like this on budget, 
how can an honest softie ever hope to 
launch a new game? Find it, buy it, play 
it, love it. It's really that good. 

3 Ultima 7: The Black Cate 

£16 99 The Hit Squad PCF 38,89% 

Ultima 7 offers a vast world to explore, all 
seen from a top-down-and-slightly-to- 
the-side-perspective. It came in two 
instalments and this is only the first, but 
who knows? The Serpent Isle (PCF 20, 
88%) could be coming on budget to a PC 

4 The Secret of Monkey Island 

£16.99 Kixx XL PCF 35,88% 

Guybrush Threepwood's (what kind of a 
name is that?) first outing designed by Ron 
Gilbert is universally acclaimed and loved 
throughout the land. When I grow up, I 
want to be a pirate. Until then, I'm just 
going to have to content myself with wear¬ 
ing a dead parrot on my shoulder, 
swearing a lot (which isn't hard working 
for PC FORMAT) and playing LucasArts' 
polished adventure. 



5 Car and Driver 

£14.99 The Hit Squad PCF 39,86% 

This game didn't quite make it into our 
driving round-up, but it's a smashing racer 
in its own little way. Get behind the wheel 
of ten different high performance motors 
and take them on racing tracks, the open 
road or even along an airport runway. Run 
it in high-res VGA and you're in for a 
shaded polygon treat. 



/ 
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Top ten budget 
games continued... 



6 Carrier Command 

£4.99 Kixx XL PCF 35,85% 

Absurdly good value for money, coming 
in at a whisker under a fiver. It's a clas¬ 
sic strategy and 3D action game which, 
though not exactly boasting the best 
graphics you'll ever see, is still great to 
play, with you controlling a variety of 
sea-based and airborne aircraft. Jolly 
good, we say. 


7 Formula One Grand Prix 

£19.99 MicroProse PCF 39,83% 

Good to see this painstakingly accurate 
racing sim coming out on budget, even if 
at twenty quid it still ain't so cheap. The 
gameplay in F1GP is painstakingly accu¬ 
rate, almost to the point of frustration. 
Definitely the game for all you racing 
buffs out there. 

8 Eye of the Beholder 2 

£16.99 Kixx XL PCF 35,82% 

Remarkably easy to get into considering 
it was produced under the offical AD&D 
licence. The plot is classic sword and sor¬ 
cery fare, with plenty of dark corridors 
and menacing forests for you to explore. 
If you've given up on this type of game 
through sheer frustration, then give this 
one a go - you'll be pleasantly surprised. 



£14.99 The Hit Squad PCF 35,81% 

It seems that Dune is cropping up all 
over the place on compilations, but it's 
still an atmospheric game in its own 
right. A top mix of strategy and adven¬ 
ture action, this is definitely worth a 
look, whether you're familiar with the 
Frank Herbert novels or not. 

1 O LHX Attack Chopper 

£14.99 The Hit Squad PCF 35,81% 

Coming up for its fourth birthday, this 
helicopter combat sim is still one of the 
most playable and enjoyable around. 
VIE's KA40 Hokum will blow it out of the 
sky when it eventually turns up, but 
hey, this is on budget right here, right 
now. And it's a beaut. 










The Directory 



Corruption, and The Guild of Thieves. 
OK if you’re a United fan. 
i hint of Sensible. Okay strategy options. 
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Top ten gore-fests 
continued... 

6 Speedball 2 

£9.99 The Hit Squad PCF 1 71% 

This wildly violent futuristic sport makes 
beating up opponents so much fun that 
you'll very quickly give up actually trying 
to score, and simply concentrate on doing 
some damage. 

7 The 7th Guest 
£49.99 VIE PCF 22,75% 

Not exactly an orgy of bloodletting, but 
worth a look if only for the quality of the 
visuals. Gore fans will feel particularly 
drawn to Stauf, the socipathic, child-mur¬ 
dering, son of hell. 

• Lemmings 2 

£39.99 Psygnosis PCF 21,86% 

Violent? No, not the Lemmings, surely. 
They're just cute little beasties with green 
hair, aren't they? Don't believe it. Just set 
them to explode, hear them yelp, then 
watch as their component molecules are 
zonked into another world. 



8 Quarantine 

£39.99 GameTek PCF 38,82% 

This top driving game has roadkills in 
spades. You can run 'em down, watching 
the pedestrians tumble beneath the 
wheels, or alternatively switch to drive-by 
mode and give it to them out the window. 
There's a series of missions (taxi fares) to 
complete, but just driving around at ran¬ 
dom and splattering people against your 
windscreen is excellent fun. Real nasty. 
Just don't try this at home kids. 


• Dreamweb 

£39.99 Empire PCF 38,70% 

Your mission is to kill seven people, but 
your body count will run into dozens in 
this cyberpunk graphically violent adven¬ 
ture. Particularly unpleasant is the 
axe-to-the-stomach kill! Another 18-rated 
game, probably because of the pixellated 
sex scene. Yawn. But don't be fooled - this 
is a fairly clumsy adventure, with a horri¬ 
ble control system and some so-so 
graphics that look very dated indeed. 

lO Bloodnet 

£39.99 MicroProse PCF 38,81% 
MicroProse's 18-rated vampire game 
features plenty of neck-biting and shot¬ 
gun action. Plus there's a double helping 
of drugs, a mention of sex and a smat¬ 
tering of low-offence swear words. Your 
average day at the PC FORMAT offices 
then. It's also a surreal masterpiece, fea¬ 
turing some incredibly groovy graphics. 
You'll think you've wandered into a 
Salvador Dali painting. 
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Top ten games 
that made us 
laugh 



1 Sam and Max Hit the Road 

£42.99 LucasArts PCF 28,93% 

Oh yeah. Converted from the comics by 
Steve Purcell, S&M is a laff-riot from 
beginning to end. The dialogue's sharp, 
the graphics inspired, and the voices on 
the talkie CD-ROM version are brilliant. 
At last a video game to match The 
Simpsons in its humour. 

2 The Secret of Monkey Island 

£16.99 Kixx XL PCF 12,91% 

The name Guybrush Threepwood is 
funny enough as it goes, but on top of 
that this LucasArts adventure also 
brings you a philosophical castaway 
called Herman Toothrot, some breath 
mints, a gang of poisoned dogs, a blind 
lookout, a dead navigator's head and an 
'I've been to Monkey Island' T-shirt. 
This is seminal stuff. 

3 Monkey Island 2: LeChuck's Revenge 
£16.99 Kixx XL PCF 5,91% 

You can't keep a good LeChuck down. 
For the sequel he makes a comeback, 
somehow overcoming the root beer inci¬ 
dent. At last you stand a chance of 
learning the secret, but we're not about to 
spoil it for you, are we? 



39% Utterly awful, especially when compared 
70% Claesic puzzle game now available on a I 


me In which you have to collect elz reels ot the Plan 9 him. 


So terrible the programmers didn't ei 


Enhanced version of the original game, now out on budget 


Police Quest - Open Season Siena Issue 30 
Pools of Darkness US Gold Issue 5 
Populous H,l Squad Issue 2f 

Populous 2 Electronic Arts Issue W 



gar Bectronic Arts /sst® 11 

Prehlstorik 2 Titus Issue 23 


Highly enjoyable football management game. No great realism, just lots of fun. 


Premier Manager 2 Gremin Graphics Issue 29 78% Improved, updated and generally tarted up version of the football management game. 

Prince of Persia Hit Squad Issue 17 74% Classic platform game now on a budget label. Well worth the money. 

Prince of Persia 2 Bectronic Arts Issued 62% Disappointing sequel that gives you more of the same animated adventuring. 

Privateer Electronic Arts Issue 26 79% Top trading and shooting action from the people who brought you Wing Commander. 

Privateer mission disk (Righteous Fire) EA Issue 31 79% 2S new missions for Privateer, wfth a good plot and extra weapons and gadgets. 

Pro Tennis Tour Hit Squad Issue 17 52% OK tennis game that has since been eut-datod, but it only costs CIO now. Not as good as... 

Pro Tennis Tow 2 LB Soft Issue 4 65% One of the best tennis games currently available for the PC. 


Prophecy of Shadow US Gold Issue 11 63% 

Psycho’s Soccer Selection UBI Sok Issue 15 40% 


Wide-ranging space-based strategy and adventure epic that suffers from a lack of focus. 
Collection of four footle games, the best ot which Is Kick OK 2. 


The Psychotron Merit Studios Issue 37 



4 Day of the Tentacle 

£42.99 US Gold PCF 23,91% 

Ostensibly this is Maniac Mansion 2, and 
it sure is a funny experience. There's 
three of you - dopey physics student 
Bernard, heavy metal fan Hoagie and air¬ 
head Laveme. Solving the puzzles 
requires a sense of humour as much as an 
analytical brain. The CD-ROM talkie ver¬ 
sion is hilarious and the graphics are 
brilliant all the way through. Oozo the 
Psychotic Clown rules! 

5 Theme Park 

£44.99 Bullfrog/EA PCF 35,86% 

Play it properly and it'll cheer up a 
gloomy day, but play it badly and 
you're in for a top laff. Favourite 
moments include seeing how miserable, 
sick and desperate to escape you can 
make the little people. Engineering acci¬ 
dents is always fun too - you'll always 
remember the first car swerving out of 
control from the track and your first 
guests being thrown off the deadly 
rollercoaster you've created. It's also a 
bit of a wheeze to site a burger bar next 
to the rollercoaster, so your poor pun¬ 
ters will scoff themselves stupid and 
then throw up after going on a ride. 
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Top ten games that 
made us laugh 
continued... 



6 Lemmings 2 

£39.99 Psygnosis PCF 21,86% 

The game itself isn't particularly hilarious, 
but there are moments when it can raise a 
wry smile. Normally just before the 
Lemmings die horribly - but hey, that's 

7 Sid and Al's Incredible Toons 

£39.99 Dynamix PCF 28,84% 

This tricky puzzler, which was the follow¬ 
up to The Incredible Machine, has some top 
animation for the cartoon characters. The 
mouse-trap action is well-handled and the 
whole concept makes you laugh. 



8 Inferno 

£44.99 Ocean PCF 37,71% 

DID's space flight combat game isn't a 
place you'd expect to find a lorra laffs, but 
we've included them because of a line 
spoken by one of the Rexxon horde in a 
cutaway... "I could weep for joy. If I were 
not devoid of all emotion." 


StarConfrol2Acc(]ladefsstiel7 72% 

Star Control Compendium Accolade/ssue 37 74% 

Star Crusader Gametek Issue 38 56% 

StarlonI MicroPro® Issue 33 72% 

Star Legions Electronic Arts Issue 17 23% 

Star Trek: 25th Anniversary Electron® Arts Issue 7 40% 

Steel Thunder HR Squad Issue 27 47% 

Step the Slug Codemasters Issue 32 • 42% 

Storm Master Silmarils Issue 20 74% 

Street Fighter 2 US Gold Issue 26 2S% 

Strike 2 Millennium Issue 2 63% 


Strike Commander (CD) EA Issue 30 92% * 

Stronghold US Gold Issue 25 70% 

Stun Runner Hit Squad Issue 17 43% 



Super Ships of the Atlantic US Goki Issue 19 50% 

Super Space Invader. The Hit Squad issue 26737 24% 

Super Tetrla Spectrum Issue 8 75% 

Superakl 2 Daze Marketing Issue 26 50% 


Huge space trading, fighting and exploring strategy game. Very entertaining. 

Star Control, Star Control 2 and Super Melee 2 on budget. Good mixture of thinking and blasting. 
Space combat game with all the right ingredients, but It's just not gripping enough. 

Addictive space game which for some reason has pointless 3D sections. 



Fast 3D polygon-based shoot-’em-up action. Links two PCs lor head-to-head battles. 
State-of-the-art Right slm with amazing graphics but you need a fast 356 to play it. 



Awful Boulderdash rip-off that falls to 
More magical platform fun from those people at Titus. 
Cross between a point-and-click adventure and an RPG, wi 
Add-on disk for Great Naval Battles giving you more ships 



9 Battle Bugs 

£34.99 Sierra/Dynamix PCF 36,69% 

We never really rated the gameplay on this 
strategy war game type thing, but the cut¬ 
aways and the insect references did raise a 
few laughs... the first few times round. 


10 Superhero League of Hoboken 

£39.99 Accolade PCF 37,68% 

The humour in this Legend RPG isn't half 
bad. The game is set in a post-apocalyptic 
future and features a bunch of crap super¬ 
heroes with crap super-powers. A bizarre 
game, but a belly full of laughs. 
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Top ten highest 
scoring games in 
PC FORMAT 


1 Sam and Max Hit the Road (CD) 

£45.99 Lucasarts PCF 33,94% 

These freelance police chappies, with their 
CD-ROM enhanced edition, scored the 
highest mark ever to grace the pages of 
PC FORMAT. The original floppy version 
scored a mere 93%. 

2 Ultima Underworld 2 

£39.99 Electronic Arts PCF 18,93% 

This classy RPG from Origin inspires an 
almost fanatical devotion from its 
obsessed players. A worthy sequel that 
improved just about everything from the 
original - better graphics, bigger viewing 
window and even badder baddies. 

3 Day of the Tentacle (CD) 

£45.99 LucasArts/US Gold PCF 23,93% 
We were chuffed as little chuffing things 
when the talkie edition of Day of the 
Tentacle arrived on CD-ROM. And what's 
more they've got some serious Hollywood 
talent in there... Erm. Well, no not really. 
But they do have Richard Sanders, who 
played Les Nessman in the American sit¬ 
com WKRP in Cincinnati. DOTT oozes 
quality from every pore. 



4 Doom 

Shareware Id PCF 29,92% 

The sequel to Wolfenstein revolutionised 
PC gaming and stayed near the top of the 
charts all the way through 1994. The entire 
PC FORMAT team have this one perma¬ 
nently installed on their hard drives, and 
when things have started to fill up, have 
even considered erasing Windows rather 
than Doom. 

5 Ultima Underworld 

£14.99 The Hit Squad PCF 9,91% 

Who cares if the viewing window isn't 
exactly massive, this bugger revolu¬ 
tionised RPGs and graphically was 
way ahead of the pack. It's a massive 
world that will take you absolutely ages 
to explore. 
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Top ten highest 
scoring games in 
PC FORMAT 
continued... 


A TIE Fighter 

£49.99 LucasArts PCF 36,92% 

TIE is the number one space combat simula¬ 
tor for the PC. No doubt about it. The front 
end is lovely. The controls are complex, and 
yet eerily intuitive. The polygon graphics 
move fast, though a bit of texture mapping 
would have been nice. But, best of all, you 
get a chance to play as the bad guys. 

T Strike Commander 

£44.99 Origin/EA PCF 21,92% 

Quotes from the original review ought to 
do the job. "This is a totally awesome 
gameplaying experience"; "Incredibly 
fast"; "A superb simulation and most 
importantly of all an incredibly enjoyable 
game." 'Nuff said. 

8 Pagan; Ultima 8 

£49.99 Origin/EA PCF 32,92% 

The most recent instalment in the Ultima 
series is a wonderfully handled 3D isomet¬ 
ric adventure with lush graphics and an 
utterly brilliant quest. A landmark of a 
game, and if Origin can get their act 
together and produce the sought-after 
Lost Veils data disk, then it's an engine 
that will really run and run. 



9 SimCity2000 
£39.99 Maxis PCF 30,91% 

The original SimCity spawned a thousand 
imitators, but it took Maxis to create a truly 
worthy successor. They did much more with 
SimCity 2000 than just change the perspec¬ 
tive - the depth of gameplay is unrivalled 
and tire game engine is a joy to use. 

10 Magic Carpet 

£44.99 Bullfrog/EA PCF 38,91% 

The PC FORMAT office was split over the 
Magic Carpet score. "Surely" whined the 
cynics "the gameplay could never match 
the graphics." The cynics stuck their bot¬ 
tom lips out petulantly and went off to 
play the game for a weekend. They came 
back as converts. It was official. Bullfrog 
had produced a masterpiece. 
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